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22 e 0 ain Ancient Authors 1 * in 
| Rs Praiſe 75 the Game f that... 
arg OS 4 weedleſs. * ape to * a 
: "Don wo 5 Carers, : ds in the Yea __ 
| ev « large Volume concerning the Origin and 
| Progreſs of this Game, has at abe ſame time gives us 
4 Lift of thoſe Authors, wich is too long to be inſart· 
ed in this Preface. I will bawever mention the mg. 
celebrated; Fro Euripides, Sophocles, Phi- 
loſtratus, Homer, Vi il, Ariſtotle, Seneca, Pla- 
ta, Ovid, Horace, Aar ian, Martial, * Vida. 
The Muenhion of .this Came is by Carrera attributed 
0 Palamedes, e i from the atoue-mon- 
tioned Authors ; it is true that ſeveral others are of 
@ different Qpinian ; ſome {07/8 was known UF ure bis 
time, athers that it was inv ue the Philoſopher 
Serſes, Councellor to Ammolin, King of Babylon, 
in order by this new, engaging, and fpeculative Game, 
zo divert that Prince row Te Cruelties he was na- 
turally inclined io. 
The ans are ſaid. 46 have ranked this Game 
in the Number of the Sciences, and that, at dime 


'  eoben themſelves were the only learned Praplꝰ; their 


Reaſon I Seppoje to / any on this Principle, 
Scientia eſt eorum, quæ conſiſtunt in Intellectu. 


It is no Vonder to ſee ſo many different Opinions, 


_ a'Game wy 2 7x / 4s and whoſe Author 
; | cannot 


ü | 
| 
* 


| / | N iv. ) EA 
cannot be known to any Degree of Certainly: bet 


rere however fome who will not allow is to be above 
300 Years old, the a few make it to be ſomewhat 
older; and perhaps they would not grant that, if the 
very Cheſs-men with which Charlemagne ed to 
play, were not ſtill extant in the Royal Repoſitory of : 
the Abbey of St. Denis. 

Euripides? in his Z ragedy of 1 W tells 3 
that Ajax and Proteſilaus played together at Chefs 
in Preſence of Merion, Ulyſles, and other famous 
SGreeks. Homer, in ibe firſt Book of his Odyſſey, 
relates, that the Princes, Lovers of Penelope, 
uſed to play at Cheſs at the Door of that fair Lady. 
But nat to trouble the Reader with any thing more 
about the Origin of this Game it will be allowed by 
all, to have contributed to the Amuſement of the 
greateſt Heroes for many Ages paſt ; and thoſe of our 
Days take no ſmall Pleaſure init, © 

Virtue and Heroiſm were the two diſtinguiſhing 
Cbaracters of Charles the XIIth, King of Sweden; 
the Allurements and Temptations of Vice had no 
"Power over bim; be could even abſtain from thoſe 
things, which by moſt Perſons of Rank are gſteemed 
as no other than the Conveniencits of Life; he had 
an Averſion to Gaming, and bad ftritly forbid it bis 
Army, and among bis Subjetts ; but Cheſs was en- 
cepted in a particular manner; be took ſo much De- 
; tight in it, that be enconraged the Learning of it 
among all his Courtiers. Voltaire tells us, that while 
'that Prince was at Bender, be played at it every 


Day with his General. Fete or with his Trea- | 


 furer Grothuſen. 
I am ſorry to fee that the Rules * this Game (at-. 
ITrieated to Pala medes) bave in many Countries not 


TD. cher ar,! lived in the ighth century. 
= beew 


e f 
Deen able io maintain ibeir original Purity it is ſaid 
. that the Greeks obſerved them ſo firiftly, as not to 
Bear a Cheſs-board-wrong turned, baving always the = 
Alea of a Battle before them; when they play'd, they 
| inſifled on having the Rook which is on the right Hand 
placed upon a\white Square, that Colour being of a 
good Omen among them; and each of the Combatants 
flatter d himſelf,” by having this white Square at bis 
right Hand, to obtain the Viftory.. n. 
' .. This Game has in many Parts of Germany been ſo 
disfigur'd; as not to be known but by the Board and 
the Men; they allow playing two Moves ſucceſſively 
at the Opening of the Game. This appears to me 
very ridiculous, as no Game is known, but the Play- 
ers play alternately. : Beſides, can it be thought that 
where wa good Players meet, he cobo plays laſt tan - 
have any great Chance of winning ? Secondly, they give 
a Pawn Leave to paſs beyond taking by Pawns; which 
not only makes quite a different Game from the origi- 
nal one, but alſo takes off a great deal of its Bequty ; 
becauſe by this means a Pawn may paſs before two 
others, which with much Dexterity and Induſtry bave 
reached within three Squares of becoming Queens, and 
are there ſtopt by the King, or the Adverſary's 
Biſhop; while this fingle Pawn will either go and 
make a Queen, or oblige you to abandon all your ad- 
 wanced Pawns and come attack this Wretch, who du- 
ring the whole Game has done nothing. This certainly 
s quite oppoſite to the Rules of War, where Merit 
only can advance a Soldier's Fortune. Befrdes, when 
the. King caſtles, they allow him to puſh his Roots 
Pawn, by which means be plays twice runting. In 
my Opinion all theſe Deformities bave been introduced 
by Wranglers, who have obliged their Adverſaries to 
play according te their Whims. | 


While 


oy 4 5 
a 


0 vi 5 
dilr this n I cannot pas 
* my own Connrrymen, who baun rommitted _m—_ 
 Fanit ar be Germans. They are 'leſsts br excuſed; = 
there being nam pood Players among” tbem; na Jome 
of the beß in Europe. I prime thay Have: heen'Jed 
axoey (hier jel? ferry) th # ba Coton, of 
dae all ProVabil Nr 


— _ 
as at Draupuis. only | 
it is to ſer apon Db _— two. Paus onthe fame 
Square, 10 diſtingwfh' a "fecond Quaam; and if by. 
 ebance a third Hui be wade as Thove often ſeen it 
at-Paris) eben it is fill a finer rg ahile tht Bor. 
om of one Paton is almeff ſuſficiont to cover u Square 
on the Baud. Is not therefore Ibis Marbod moſt. ri. 
diculous, eſpecially as it 45 pratiſed 1 a 
where the ume of Cbeſß vs known?) 0 


However, if my Countrymen wit} yo on itt Ars 1 


roneous Way, I would adviſe them, 10 prevent all 
Diſputes that may ariſe about heir Mubipheny 
Queens, to make to each Set of Cheſsamen three ur 55 
four Queens, as many Rooks, Knights, &c. CS 
Do return to Pietro Carrera, whom it ir probable 
ye the Calabrian * and other Autboys have followed; yet 
neither he nor they have given us, notwithſtanding 
their Prolixity, but very Bi r/o Rules, and a 
as can never make a yo ; They have op 
ſeveral Games, ant 477 us to end them e 0 pr 
could, by which means the Player is as puzzled, as 
if. be had bern left to OM oy Game wan. ay 


Inſtruations at all. 


= 1 Giee; | 


Cuns 
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© Ennainghar aud Benin RES un Gambit, þ 


: 2275 are loft W gh 9 65 e 
8 ver ary play well on il ; they baue undoubtedly ſou 
| 0 BAT nd in ſa. ca a Method, 14 .then of what 


5; can ſueh Aale be. 55 one, cube wiſhes to 
nate himſelf Maſter of the Game? I have. ſeen 4 
veral Players, wha had, laarnt the Calabrois a 
atber Authors by Beart, and who, when they had 
Play d the four or fue feſt Moves, did uo longer kuaw © 
wat they. were abet: But I may boldly 0 that + 
_ whoever once knows how ta put in Praclice the Rules 
I have laid down, . never be in 5 0 oe. IT Hove 


: 1 ah 
n, it. we. may fairly 
EE: band Whether « he himſelf knew oo 
N * ORE 
chief Intentian is ta * mmſelf- to bu 
pdf) e bt of, or 
' perhaps ever underſtocd well; I mean how ta play 
the Pawns: T. bey are the very Life of this Game : 
They alone form the Attack and the Defence; on 
their good or bad Situation 2 the Gain or Loſs. 
of each 2 ny 


2 that can 


i % ” 
arrera F 71 - . 1 4 
- 1 
* * 
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vin * 
41 Player, who, ꝛb ben he has play'd a Pom 
well, can give no Reaſon for his Moving it 0 ſuch a 5 
| Square, may be compared to a General, who with * 

much Practice has little or no Ther). : 
Throughout, my four firſt Games ay te ſeen 4 re. 5 
gular Attack and Defence. —_© 

The Obſervations I bave made on the moſt ef. ; 
ſential Moves, and which ſometimes appear leaſt 
üntelligible, wil! fhew the Reaſo 50h playing as is 
laid down, and alſo that by- 40 any thing elſe, 
yon muſt unavoidably have loſt the Rap z the Back- 


games are a Proof of it; by * the Effet, * 


the Reaſon muſt eafily be conceived. 

By the Gambits it may by ſeen, that hoſe Parties 
give no Advantage to him who attacks, or to bim 
who defends them ;” if both play equally well, the 
Game becomes moſt commonly a drawn Game. 7 is 
ttue, that if either the one. or the other commits. 4 
Fault in the twelve fr Moves, the Game will ſoon 


be loft. + 


Dirk Gn, to the Gambits, which, th tf THe 


infirgdive, are more Frequent than to the other 
Games, will hhew it. 5 
The Queen's Gambit, being ſuch as 10 a Riſe 
in its firſt Moves to many different Parties, has bi- 
therto deterr d Authors from diſſecting it. T, bey have 
flightly mentioned it, and given us the Beginning of 
ſome Games with many erroneous Moves: I ihink I 
bave found out its true Defente ; they who under: 
and that n will wes ak 1 _ Jurceed: 
ed er nr. AJ 
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Reflections on 5 moſt marerial Moves; BR 
two Back Games; one beginning from the 
12 „ and. the ſecond from the 37% Move 


ve this Garne. . 7 10 1 N 
=, 2 . , |; 
White. | * E King's Pan's two Steg. 
Black. The 1865 a e 


i. The King's Biſhop: at his Queen' 6e 4 | 
© +-* Tourth Square, ©: 
B. The ſame. 4 


W. The Queen's Biſho®, 8 Pown one Move. 8 
. n Knight at his Biſhop” s third TIE. : 


3 
n. The G s Pawn two Moves ( 40. 


3. The Pawn takes it. 


1 a) This Pawn i is lay'd two > Shines for two o very impor- 
tant Rezſons; the ER is to hinder your Adverſary's King's 
Biſhop to play upon your King's Biſhop's Pawn; and the 
ſecond, to put the Strength of your Pawns io the Middle of 


the Exchequer, which i is ded great N cr to attain wand 
. of a ph meat TAR 


j 

F | 

0 y FM 
* 

i 

! 
1 


8 r "I - N 
9 . 
q — - 3 . * 4 
FFF 1 ng ws ny orgy oo nent neg errno 
* * 
os 


i, 
* 
7 
| 
i 
q 


1 The King caſtles. 
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5 Che Pran - roles the Pb 6 IE 
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The King's Biſhop at his bps amet 5 Knights 


third Square ( 69. 
6. 


7 


W. The Quecils Knight at his Biſhop's third- 


7 Square; 5. ET | 37) 


u. The King's Knight at 1 his King! 5 ſecond 
-. |,” Square (d.. 
B. The. Queen' $ Biſhop's $ Pawn one Move. 

4. a 
ip. The King's Biſhop at his, Queens third. 
| Square (e). 


| B. | The . 8 e two. Moves. 


5 9. . 
65 ) When you ind your Gt in the preſent Situation, 


N Cvix. ) one of your Pawns at your King's fourth Square, and 
one at your Queen's fourth Square, you muſt puſh neither of 


them before your Adverſary propoſes to change one for the 
other: in this caſe you are to puſh forwards the attack'd 
Pawn. It is to be obſerved that Pawns, when ſuſtain'd in 


a front Line, hinder very much the Adverſary's Pieces to 


enter in your Game, or take an advantageous Poſt, This 


S Rule may ſerve for all other Pawns thus ſituated. 


(ec If inſtead of retiring his Biſhop, he gives * u a Check 
with it, you are to cover the Check with your iſhop, in 
order to retake his Biſhop with your Knight, in caſe he — 


your Biſnop; your Knight will then defend your King” 


Pawn, otherwiſe unguarded. But probably he will not take 
your Biſhop, becauſe a good Player ſtrives to keep his King” - 


| Biſhop as long as poſſible. 


| (4) You mult not eafily play your Knights at. your 
Biſhop's third Square, before the Biſhop's Pawn has moved 


two Steps, becauſe the Vt proves an EY to the 


Motion of the Pawn. | 


Fl 


- 


V. The Queen 20 1 ond Square ( SY n 
B. The King“ 8 Biſhop's Pawn takes che Pawn c ”Y E 


N * 


TTT . 
* 

8 7 A 
+ ad . 
* £4 * 


W. The ican's Faun. one ore. e e 


. The King's Knight at his King's Square, 3 


10. 7 


VV. The Queen Biſhop at his King 8 third Square; 
B. The King's e en one Move G. M 
Us 5 


3 


. The Queer? 8 Pani 3 it. 


B. The Queen's 1 at his , King third 
IO ( J. | 
pra 13. WW. 


- with youre; this would very. woch diminiſh the Strength of 


your Game, and ſpoil entirely the Project already mentioned, 
and obſerved in the firſt and ſecond Reflections. Y7ae a and 6; 
As playeth this Pawn' to give an Opening to his 


King's Rook; and this cannot be hindered, whether you 


take his Payyn or not. | 
(I you ſhould take the Pawn offer'd to you, ioflent of 
playing your Queen, you would be guilty of a great Fault, 


becauſe your Royal Pawn would then loſe its Line; whereas 


if he takes your King's Pawn, that of your Queen ſupplies 


the Place, and you may afterwards ſuſtain it with that of your 


King's Biſhop's Pawn : Theſe two Pawns will undoubtedly 
win the Game, becauſe they can now no more be ſeparated 
without the Loſs of a Piece, or one of them will make a 
Queen, as will be ſeen by the Sequel of this Game. More- 


over, it is of no ſmall Conſequence to play your Qgeen in 


that Place for tro Reaſoas; the firſt, to ſupport and defend 
your: King's Bichop's Pawn; and ſecondly, to ſuſtain your 
Queen's Biſhop, which, being taken, would. oblige you to 


retake his Biſnop with the above-mentioned laſt Pawn ; and 


thus your beſt Pawns' would have been totally divided, and 
by Conſequence the Game indubitably loſt... | 


4 (4) HerakesthePawntoparſuchisProj je, which istogive 


en Opcoing to his King's Rook, and make it fit for Action. 
: (5): He playeth this Biſbap to protect his Queen's Pawn,  - - 


and with a View to bf es — that of his Queen's _ 
INM 2 * | 7 Obſerve, 7 


* 


N 


1 fourth Square (40. 

B. The Queen at her King's ſecond Square, | 
| He ine 

| 2 The Queen «Biſhop takes the black Biſhop ( I). 
B. The Pawn rakes the Biſhop. 


a * 
LL The King 2 with his Rook (n). 


B. The Queen's 8 at r N 6000 | 


Square. 1 


- Oblerve; thathe migh thave tkeny your Biſhop without Pre- | 
Judice to his Scheme, but he chuſes rather to let you take 


his, in order to get an Opening for his Queen's Rook, tho? 


he ſuffers to have his Knight's Pawn doubled by it; but you 


are again to obſerve, that a double Pawn is no ways diſadvan- 
tageous when ſurrounded by three or four other Pawns. 


However, to avoid Criticiſm, this will be the Subject of a 
Back- game, beginning from this twelfth Move, to which 


you are ſent after the Party is over; the black Biſhop will 
then take your Biſhop: It will then be ſhewn, that, playing 


well on both Sides, it will make no Alteration i in the Caſe. 


The King s Pawn, together with the Queen's, or the King's 


Biſhop's Pawn, well play'd, and wel ſuſtain'd, will cer- 


tainly win the Game. © 
VN. B. In regard to theſe 1 I ſhall make them 


only upon the moſt eſſential Moves; for if I were to make | 


them apon every Move, it would be an endleſs Work. 
- (4) Your King's Pawn being as yet in no Danger, your 


Knight attacks his ae in order to take it, or have . 5 


re moved. a 
C As it is ear dangerous to let the Adweiſiry's King's 


Biſhop batter the Line of your King's Biſhop's Pawn ; and g 
as it is likewiſe the moſt dangerous Piece to form an Attack, 


it is not only neceſſary to oppoſe him by times your Queen's 
Biſhop, but you muſt Sec! rid of that Piece u EY 8 


venient Occaſion offers. 


im) You chuſe to caſtle gab King's Side, in Da to | 
| A and protect your King's Biſhop's Paw; which 
vou will c iwo phe nome as Four ** s Pawn is 


attack d. SS 


+. 
* © , 8 
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| 1.9. | 
"IF The King's Koight'ar kis King's bags 


1 


55175 „ A . 22 
W. The Knig ht takes the black Biſhop. p. 
B. The Queen ores the Knight. 

IV. The King' 8 Biſhop 8 Pawn two Een 1 9 

B. The King's Knight at: his Ke Biſhop's 

| ſecond Square. S 135 of T3 S-. 
8. | {2 2 11 1 1 2 | 

2 The Queen? s Rook at its s King's Place. | 

. 1 King! $ R's $ Pawn one Move ( 10. 


WW. 'F heKing 8 Rook's "FO one Move ( NY 

. Queen s Pawn one re. 1741 
ee 

IP. The Knig ht at his King's Wanke Square: | 

B. The King s Rook's Pawn one Move (v. 
222 

u. The Queen's Knight's Pawn one Move. 2 

B. The Wen s Rook's Pawn one Move. vil 1 Dot Tr 
CE IK 

W. The King s Knight's Pawn two Steps. 6 
B. The King Knight at 15 Queen's fourth Lm 


W. The Knight at his (Rog Ne third 
Square (4). yay, 1905 


th ) He is freed to 1 This Pawn, to TRAP you, fro | 
puſhing your King's Biſhop's Pawn upon his Queen. 

(0) This King's Rook's Pawn is play'd to unite all your 
Pawns together,” and puſh them, afterwards with Vigour, 

(2 He playeth this Pawn to hinder your Knight entering 
in his Game, and forcing his Queen to remove; were he 
to play otherwiſe, your Pawns would have an open Field. 
- _ (4) You play this Knight ta enable yourſelf to puſh your 

King's Biſhop's Pawn next; jt will be then ſupported by 
three * the Mer, * Rook, and the n HE ; 


= © 
16:4 


714 


—_ 
N FU i 
* . 415 5 
5 * * 4 2 
2 * 


2 


C 
B. The King's Knight ar the white King's S third | 
Square e 8 n 
e 
. The Queen” $ Rock takes the Right. | 
B. The Pawn takes the Rook. | 
4; Te bo TCA oo? 2 0 © OY Foot 1 bo 
A The Queen takes the Pawn, Fo 
B. The _ J Rook takes the Payn of the op 
n * F 
26. e ad 
W The Rook at his King 8 Placs c 55 
B. The Queen Forces {white een rv 288 
Pan. 20; ne 
27. | 
3 WW. The Qiicen at her King's fourth Square: 
B. The 3 at her King's third 8 Square ( 2 
2255 2 
N. The King's Biſhop's: Pawn one Move, 
B. The Pawn takes it. rol) 451 4 +, 
[1 29. ä | 
W. The Pawn takes again ( ES 
B. The * at her fourth Square 605. 90 


8 * 


11 


7 55 play your Rook to protect your King 5 4 
who would remain in the lurch as ſoon as you puſh your 
King's Biſhop's Pawn, 
ä The Queen returns to hinder the Check- mates” now | 
ready prepared. 5 
| u ) Were you not to take with your Vans; your Fr Pro- 
jeR, laid in the Beginning of the Game, would be reduced 
| To, nothing, and you would run the Rifk of loſing the Game. 
w) 1 e offers to chan Queens, in order to break your 
ER wow ou Queen and 
Biſhop, | 


30. a W. 


” © + 


„ 

| : : . | 71 30. 5 [46 nn 
W. The Queen takes the Queen. 7 
B. The Pawn takes the Qucen. ST; 


4 
. +» 


. The Biſhop lakes che Pim i in his e 
B. The Knight at his ot Square. = 


*. The King's Biſhop's 55 one Move 629 5 
B. The Queen's Rook at the white Queen's 
Knight's ſecond Square. W ST, 
33. 5 
W. The Biſhop at his Queey' s third WY 
. The King a at his 7 $Tecond Square. 


W. The Biſhop at oz black King's s Biſhop's 
fourth Square. 
B. The Knight at the rr er anne 5 


34 
> VL 


4 fourth Squae, © o 1 
5 ret 

W. The Knight at the black Kings 8 Rooks fourth 
. Ea a 

B. The King! Rook gives check, 1 


36. 
. The Biſhop covers the Check. 8 
B. The Knight at the white N 27 N 


2 " *. 23 9 
37. > 


W. The King's Pawn carers check, 


tef 75 
12911 0 


* 


(x) You are to obſerve, 3 your Biſhop runs upon 

White, you muſt ſtrive to put your Pawn always upon Black, 

| | becauſe then your Biſhop ſerves to drive away your Adver- 

| ſary's King or Rook when between your Pawns ; the ſame 

& when your Biſhop runs Black, to have then your Pawns 
upon White. Few An one Save made 0 Remark, e 

a very eſſential Ones en 90 REF 


E 4 B "ES. | B. 


; . 
7 &k=; : i * 
* 


e 
B. The King at © his Knight J third Square 4 9) 
8. 


'2 
V. The King's Biſhop! s Pawn one Move. 
B. The Rook at its ug? Biſhop's Square. 


39. | 
IF. The Knight gives check at the fourth Shiare 


of his King's Biſhop. _ 
B. The King at his Knight $ ſecond Square. 


. The Biſhop at the. black King's Rook's 
"fourth Square, © 
B. Playeth any where the white puſhes to Queen, 


POO 0000 00: 0000. 


FIRST BACK- GAME, 


; N 7 — 117 
0 R l een 
41 wt 3 1 * 
— 
[1 


Continuation of the firſt Came flom, the 
Am Move, 1 


Er EHE Ws de dae l 5 
— 7 The King's Biſhop takes the white 
Queen's Biſhop. 


W. The Queen takes ihe Biſhop to 7255 
B. The Queen' 8 3 at his King 8 thing Square. 


7 ) As his King may retire at his Biſhop" s Square, it 
is dete hry to fend you te a ſecond Back game, wen 


will ſhew you how to proceed! in this Caſe, 


I 4. . g 


(7 2 


* The king ON Knight. at his Kings Biſhop's ; 
: fourth Square. 4 3. 442 a TEC * 
B. The Queen at her King $ ſceond Sq, 


16% ©- Aar 7 3% N 
V. The Knight aces the Biſnop . 
B. The Queen takes the Knight. 
16; | 
IV. The King caftles his Rook S&T N 
B. The Queen's. Knight at his Gern, ſedond 
| doh 0-17 
18 Tt ; T7 - . * 
17. n - „ 


1 The King's Biſhop 8 Paun two. e 7 4 
B. The 5 $ Knight 8 Faun one Move. | 
THO 1T77 6 28. T6240 30s W224: fx It 
. The King's Rook's Pawn ns Move 1 
B. The King's Naish at his ſecond e ; 
3 ·%!ͤ 19. 9 - % 
MW. The King's Knight's Pawn two Steps. 0 
B. The Queen's Biſhop's Pawn one _— 
ei * 
W. The Knight at his King's cad Se 
B. The N s Pawn one Move. : 
mTgor ag iis 1c 73% JD. © 
FW. The Queen at her ſecond Suns 5 
B. The Queen' s Knight at his third Square. 
224 
W. The Knight at his King! s e thick 
| Square. 
3. The Queen's Knight at his s Queen? 8 fourth 
© Square. =: A 


FH. The Queen's Rook at its King's Safari] i 
25 The Queen's Knight at the white King's third 


- Square, 


(Cue) 


Wes The Week kalte 1 Knight. . ents 
The Pawn takes the Rox. | 
& 7353k7 25. 1811 15 NE q 1 
. The Queen takes the Pawn. © 
B. T N ANA the: _ racy Rooks 
ann. fo; 


W. The King's Biſhop! $ Peun ühe Move, F 
5. The Queen takes the Pan. „ N K 
; 9, 
I. The King's Biſhop's Pawn one More. 3 
B. The — his King's Sanne Js 
| I 9910 n 28. 391i, 125 1 7 


TD. The King's Knight's Pawn one Oy JEN 
B. The Queed as Gewbitc Quoc] e cn 
Ps | 05 t 29. 20 gif 2 Qt) 2 
. The Queen takes the Queen. | 
B. The: PRE Wes, the Queen. 2 = EE. 3; L 3 
Zo occhi zn. A J — 
2 The Ring 8 1 *.* one Move. 
B. The Knight at his Queen” s third See IN 
31. 7. FI 4 2 53 14 
V. The Knight at Ai King? 8 fourth Souare. 
B. The Koight at his ED 00 mo 
57 orequae.::;- | 


V The Rock takes the Pg 
| B. * Pawn takes the Rook. 


33. i 

2 The Knight at the oi Queen's J third 
gauare. | 
B. The King's Biſhop's Pawn one Move, or any 


Papi we 3 the Game * et e 
5 * 34. W. | 


Ew) 


| 34- 
W. The King s Pawn one Move. 
| B.- The uo 694 £ its. e Kaight 
Squafe. OT Oe . 
Js. i 8 
W. The Biſhop gives check. 
B. The King retires, having bur one Place. 
21 136. AF GO As 
TW. The Knight gives Seck. . 
B. The King removes. 


W. The Knight at the black Queen's Square 
| | diſcovering check. 
B. The King moves where he can. 5 


22 . 49 N. 13 at 4 2382117 ron 5 111282 


V. The King's Pawn making a 8 give 
1 _ Check-mate 1 in the mean time. 


There requires no Aninadverfqns ON the Moves of this 
Back-game, they . almoſt all the ans as in the wr 


Game. 


s * a x * "of oo d 4 
% 1 71 0 ry | : 
þ I * > f 1 . 1 * * . | 4 * { $f 


* ' 0 * - 24440 4 > * «2. 
„ SECOND 
* 4 * * 
: . 
F 


. 


CODEREIEIG: 1 


- 
4 + $6 


so BACK GAME, 
0 405 ng ken, 


Beginning from the thirty- ſeventh Move. 


37. 
| rTP H E King's Nun gives lecke 
V. The King at his Biſhop's Square. | 
. The Rook at its WH s Rook's Share. 
B. T * Rook gives check at the white OO 
- Knight's Square. 


| 39-. 
V. T he Rook takes the Rook. 
B. The Knight PE 5 Rook. 


NV. The King at his Rook's ſecond hs 
B. The Knight at the white NN Biſhop's 


third Square. 
4. 
W. The Knight at hi King's Biſhop's fourth 
Square. 


B. The Knight at the white King 8 fourth Square. | 


42. V. 


TE 


” The Kiig Ress he Pane 4G 
B. The Rock at its King's * fourth 
Se 


2 The King? s Pawn ak 12 and gives check. 
B. The King at his TOW s ſecond Square. 


. The Biſhop gives > 4. at the black King's 
: third Square. 
B. The King takes the Biſhop. 


45. 
W. The King's Pawn makes a Queen, n? wins 


„ „ o + - 4 5 ws 4 

& = 
- & * Fi * * . 

89 P 1 6 6 4 
* 
» ” 
* 
. 
* 


3 14 ) OI 


EEE 


SECOND GAME, 


4 
f 


Irn 


THREE ACE. GAMES, 


The firſt beginning from the third, the other 
from the eighth, and the laſt from the 
end Move. 


White. HE King's Pawn two Steps, 3 
Black. 1 The ſame. 18 
2. 


W. The King's Biſhop at his Queen's Biſhop's 
| fourth Square. 
B. The Queen's Biſhop? s Pawn one. 


3 
I. The Queen's Pawn two Steps (a). 
B. The Pawn takes the Pawn (4). | 


(a ) Tis abſolutely: e to puſh this ws two Steps; 
playing any thing elſe would get him the Move, and by con- 
ſequence the Attack: This would put your Game in a bad 
Condition, becauſe you could hinder him no longer from 
putting the Strength of his Pawns in the middle of the Cheſs- 
Board: and (ſuppoſing always none of you to play amiſs) 
would win him the Game. _ 
(6) If he refuſes taking your Pawn, in order to purſue 
3 his intended Scheme of attacking your Biſhop 
ln | with - 


PawWFn?“ 


1. The Otte abe e 0 b. N 
B. The — Pawn _ Moves BN dT A 


u. The King's Biſhop's Pawn'two Moves: 
B. The Queen's Bifh6p- at his King's third 
Square. (0. EH, 


— * * 


W. The King's Biſhopat his Queeii's d third Squares 
B, The Queen $ Pawn one OTE. . 


7· 
W. The King's Pawn one Move. . eee 
B. The Queen $ pom Fe Pawn one More. 1 


8. 
I. The Queen at her King's Biſhop's ſecond 


Square. 
B. The Queen's Knight's at his N $ Biſhop's 
third ron ( a. N 7 2 
| | 9. W. 


' with his Queer's Pawn, he will (id regular Play on bot 
Sides) loſe the Game, becauſe his Qgeen's Pawn being ſe- 
parated from his Camarades, cannot avoid being loſt. This 
producing great Alterations in the Game, will be the Sub- 
je& of my. firſt Back-game, beginnitig from his third Move, 
be He playeth this Biſhop for three weighty Reaſons : 
The firſt, and moſt material 18, to puſh his Queen's Paw 
in order to make room for his King's Biſhop; the ſecond, 
to oppoſe it to your King's Biſhop, and the third, to 
rid of him, according to the Rule preſcribed in he fi 
Party, wide (1) page 4. 
. If inſtead 775 ered out his Pieces he ſhould comini 
to puſh on his Pawns, he would loſe the Game infallibly ; 
\ becauſe it muſt 1 obſerved, that one or two Pawns, too 
far advanced in the Beg ginning. of a Game, muſt be reckon'd 
| as good as loft, except When all the Pieces are fit for Action, 
or that thoſe Pawns, when taken, can have their Places 
ſupplied again by other Pawns, This will be demonſtrated 
| by a ſecond Back. game, beginning from the eighth Move, 
which will convince you that two Payiis in 4 or _ 
= tua 


85 0 16 15 | 


9. 
u, The Queen na) s Pawn one Move. 
B. The King's Knight's: Pawn one: Move. 
10. 
F. The King's Rook's Pawn: one Move. . 
B. The King's Rook's Pawn two Moves 0 9. 
- I I, 
W. The King's Knight's Pawn bne Move. 
B. The King's Knight at his Rook's third Square. 
I. The King Knight at his Biſhop” 8 hind Square, 
B. The King 8 Biſhop at his King's ſecond ENS 
e BG; Tr 1 
. The Queen s Rook's Pawn two Steps. 
B. Fhe King's Kaight 1 _ Werte 4th. ae 


u. The King at his Biſhop $ Square ( H. 
B. The King's Rook's Pawn one Move. 
| 15. 

2 The King's Knight's Pawn one Move. * 
B. The Knight gives check to the King and to 
Rs the Rook. 


Fituated upon your fourth e are better than two 
upon the ſixth Squares; becauſe they being ſo diſtant from 
the Main Body. may be compared, as in an Army, to loſt. 
Vanguards and Sentries. | 
(ec) He puſhes this Pawn two Steps to binder your Pawns, 
being four to three on that Side, to fall upon his own. Here 
is an Obſervation to be made, that in the preſent Situation 
two equal Bodies of Pawns, are on the Cheſs- Board; you have 
ſour to three on your King's Side, and he has likewiſe four to 
' three on his Queen's Side : : thoſe on the King's Side have 
always ſome Advantage, the King being by a ſuperior Num- 
ber better guarded ; Tt he that will be able to 
ſeparate firſt his Adverſary's Pawns (eſpecially on that Side 
where they are ſtrongeſt) will undoubtedly win the Game. 
/ You: play your King, in order to be able to form 
your Attack, as well on your left, as on our right Wing. 
7 16. V. 


E 
16. 


W. The King at his Knight's ſeeond Square. 
B. Thera takes the Rook. oy A 94 £..4 


| 17. 1 
W. The King takes the Knight (g). 
B. The Queen at her ſecond Square. 
2 18. 528676 * os} he 
W. The Queen at her King's Knight's Square (50. 
B. The Queen's Rook's Pawn two Steps. 


IF. The Queen's Biſhop at his King's third (i) 
SR. |= hom, ad 55 ran th aA 9 

B. The Queen's Knight's Pawn one Move. 

37 oa % RE 

M. The Queen's Knight at his Rook's 3d Square, 

B. The King caſtles on his Queen's Side (+). 


1 
95 


(g) Though a Rook is commonly a better Piece than a 
Knight, yet this Change turns to your Advantage; the Rea- 
ſon of it is, in the firſt Place, that this Knight has already 
made at leaſt four Moves before his Arrival to that Place, 
whereas your Rook never ſtirr'd yet from its Place : Se- 
condly, his Knight being thus ſituated proves very trouble- 
ſome to you; ſo the taking of him puts your King in an 
eaſy Situation, and enables you the better to form your At- 
| 2 on either Side, where your Adverſary ſhall chaſe to 

caſtle, I 
, "Tis of conſequence to play your Queen, in order to 
ſuſtain your King's Biſhop's Pawn, for fear he ſhould facri- 
fice his Biſhop for your two Pawns, which he certainly 
would do; becauſe all the Strength of your Game confiſting 
in your Pawns, the breaking of them would give him the 
Attack upon you, and probably make you loſe the Game. 
(i) You play this Biſhop with an Intention to draw 
him to puſh his Queen's Biſhop's 'Pawn, which would 
give you the Game very ſoon, - becauſe it gives an Opening 
to your Knights to enter his Game every where. 
(4) He caſtles on his Queen's Side, to avoid the great 
Strength of your Pawns on the other Side; and the more 
ſo, becauſe they are already further advanced than thoſe 
on your Queen's Side, Pap | a 
; ; 21. 77 83 


+ us » 


= } 
. The King's' Biſho þ awe check pu? 2:7 
B. The King at W * ſecond 
| Square. DE. 8 50 
| «i. 4. T8] V4 gb „ 1 
V. The Queen Khight at his Queen's Biſhop's 
ſecond Square (H. 
B. The Deen 's Rook at her own Place. a 
2 "op 
We: The King' 8 Biſhop at the black Queen's 
"Knight's foarth Square. 
B. The 57 at her home ( 10. "is 
% Nee 24. Shs 
V. 1. The Queen? 8 Knight's Piven two wg 
B. The ena at Ty King's nne $ l 
11 Py / . i; N 
W. The Queen's Knight s Pawn rakes the black 
Queen's Biſhop's Pawn. FR 
B. The Queen's Kought's, Fawn rakes t the; Taue 


again. C's 150 
20. ES 


1 Fhe King's King at n. 


Square (. 
B. The Queen s Biſhop's Pawn e one Move mY 


. 34018, inſtead of going batk; in order to purſue: your At- 
tack on the Pawns that retard your winning of the Game, 
you ſhould give him Check, you would loſe at leaſt two 
Moves by it. 
(mn) He playerh his Queen with a Deſign to put ber next 
at her King's Biſhop's Square, 'foreſeeing very well that his 
whole Game depends on ſuſtaining his Queen” $ Biſhop' 5 
awn. 
6% You play this Knight with a View always to at- 0 
tack the Pawn in queſtion. 
(o) He playeth this Pawn to gain one Move, and to hinder 
* King's Knight from placing himſelf at your Queen's 
night's third Square. But as this 26th Move may be play; d 
otherwiſe, I nes it to dy curd and laſt Back-game. | 
| my W. 


2 "opÞ 
0 


© r 


1160 V9 


6 #9 ) 


| 3 
I. 7 TheKing's Ka ght ar hs Biſhop's 3d Sear 
B. 1 s Biſhop's Pawn one Move . 
28. 
W. The Queen's Biſhop gives: check. 
B. The King at his Queen 8 Knight's fecond 
. __ 


1 4 
$ * 


2 The Biſhop hes e Knight an a gives checke 
B. The King dies the Biſhop. 


go: 
W. The King's Knight gives check. 
B. The King ar his Queen 's ſecond Square 620% 
13 
W. The King's Biſhop's Pawn one er 
B. The Biſhop at his King's e 52 


| 32. 
| 2 The King's Pawn gives check. 


B. The King at his home. 2 
W. The King's =o at the black Queen's 
Knight's fourth Square. A. al . 


B. The King 8 „ Eis Queen chick Squat? 


W. The Queen at her fourth ——_— 0056 
B. Loſt every where. 3 TL 


(pL Whatever ne may 118 now, the Game is itrefnt- 
vable; becauſe as ſoon — your Knights can get a free Paſ- 
_ ſage, 4 gd is decided. * Lie | 

3 is King takes r Queen's Bi er 

3 6 een by 5 2 kim; and bb 
eth otherwiſe, he loſes his Queen'® Biſhop, / > 

(7) The Queen takes afterwards his Cern LEY en- 
ters his Game, r of} his Pieces: onthe: it 
is Rea . e 


8 # 234 


Eg” "FIRST 


tw) 


l . 282285 . 


FIRST BACK - GAME.” 


Beginning from the Third Move of ſhe 


Second 2 
7 < "1 Move. 
I hite. NH E Queen's Pawn two N 
Black. The ſame. 5 


- „ 
« 7 1 4 


1. The King 8 Prom — 5 = Pawn: 72 
B. The een 8 n $ Faun takes the Pawn: 


Zo. 
V. The Biſhop gives check. 
. The Biſhop covers 8. C heck. 


WW The Biſhop takes the Biſhop. 
. The Knight takes the Biſhop. 


7. 
Iv. The Queen's Pawn takes the Pawn: 
B. The Knight takes that ang. 
8. 
. The 2 at her Ting $ ſecond Square: ; 


1 The Queen 8 Kilb at is Bibop 8 50 Square | 
B. The King caſtles. - x 
a 6 EMO, > 
I. The Bimop at his King 8 Biſhop? 8 4th Square. 


B. £20 aa $ Knight at his Biſhop's 3d _— 
a 11. V. 


4 A OY 


( 21 9 


£4 4 117 Ty. TJ 2304 3 S937 
WW. 7: The King Aer s 
B. The en takes the Queen. 
a : 
. The King 8 Knight takes the Queens: 4 4 
B. The Queen's Pawn one Move. 
, . A 1 3. Ro 5 
W. The Queen's Knight at his King's * 8 
B. The King 8 n Tewn one Meve ( a). 


mY The King's Rook's Raon two Moves. 
B. The King's Rook's Pawn: the ſame. 


"a 

W. The King's Rook at its kia Square; 
B. The King 8 Knight at his Rook's 95 1 

n | 
. The Biſhop takes the Knight, 
B, The Rook takes the Biſhop. 

—— | 17. . 

2 The King's Rook at its Queen- 8 third Squate; 
B, The Queen' $ Rook at its King s Square, 
18. | 


M. The King's Knight takes the Pawn. | 
. 1 at the white e Knight's 
5 fourth Square (50. 


IW. The k King's Rook hs King's third Square: 


(4) If, in lieu of playing this Pawn, he bad playa his 
Rook at his King's Square to attack your two Knights; you 
might have let him take the Pawn that is at your King's ſe- 
_ Square, and with your other Knight have attack'd his 

—_ s Biſhop's Pawn. The Conſequence is plainly ſeen. 
Had he taken your Knight with his Rook, inſtead of 
. as he did; yours (taking his again) would have 
gain'd you his King' s Biſhop, by a Check: given with your 
Rook, and couſequently the Game. 
C 3 HB, 


- 


B. The Knight a _ Rook's ee and d gives 
check. effi nord $2 


o 


* 
LOS 


| \ RO» ; 
W. The King at Hp {Queer 8 Knights Square. 
B. The Knight unn. Eee Zan er 
| n 
oY hes Knight checks the King and Reer at 
once, and having the Advantage of a good 
HA Situation, and a Rook for a Biſhop, myſt 
get the Game. This Obſervation ſhew- 
eth, that when both Sides play well, he 
that moves firſt will Amo, always win 
the Game. | 


[ 2 27 922 
4 1 £ f , ek 7 HG 7 © » 


Wo & · . c. g . Do@n(oBo®D 
SECOND BACK- GAME. 


ws from ihe Eighth Move of tho 
| Second ait. 


17 


o 4 


* 
White. TP HE Queen at ks King 8 1 8 
| 1 ſecond Square. | 
Black. Ehe Queew 8 Biſhop" s Pawn one. Move. 5 


29 * 
15 The King” 8 Biſhop at his King? $2d Squire: 
B. The ern s Pawn one Move. | 
fee BW! 1: | 
W. The Queen' 8 Biſhop' s Pawn. one Move. | 
B. The Queen's Pawn one Move. | 
| | ir. „ 


0 23 ) 


11. 
W. The King's Biſhop at his third Square. 
| 957 e at his Quinn's "Punk 
/SquzreFif in ee 
| . 12. | 
NM. The Queen' $ Knight's Paw one Move. 
B. The Queen's Le 8 Paw two Steps. 


. The Queen's Rocks Pa e St 
B. The Queen's n Pawn takes de Eon. 


V. The Queen's Rook's Pawn takes that Pawn? 
B. The — _— takes the white Byhap] 


u. The King* 8 Knight 3 the Biſhop. 
3. The Queen's Knight at his Queen's ſecond 
1 oh 
Ti ) 277 * . N 
un. The Queen's $ Biſhop at v1.2 king $ 3d Square. 
B. The Rook at its Qyeen's-Knight's Square. 
J. 
W. The Queen's Biſhop's Pawh one Move. 4 
B. The ho ani s Knight at his third Square. 
+ A Tonia 2fn5 > 
2 The Queen 8 Knight at his Queen. 8 ſecond 
Square. 
B. The King's Biſhop: at ith white Queen 
Knight's fourth Square. tg 


42 


W. The King caſtles, = will undoubtedly win 
the Game, becauſe all his Pawns are well 
ſituated, and well ſuſtain'd; ' whilſt his 
Adverfary* s Pawns are ſeparated, and 
. to be loſt. 17A 


! 


( 


F.-Y 
829 1 1 


aper Mer 


„ 


ee eee 5 


ID and LAST 
BACK GAME, 


On this Nod Woe” beginning at. 1 
— TORR PO. 


wy" 


| 4 
I. HE King's Knight a at hi ; Queen 5 ſe- 
I - cond Square. 
B. The King 8 Biſhop's Pawn one Step. 11 


W. The King's Knight tat his en Knight's 
third Square. 
B. The Queen' 8 Biſhop' 8 Pawn one Move, 
2 26; 
W. The Queen 3 Biſhop gives hon: 
B. The King at his en s Knight's s- ſecond 
Square. 


W. The King's 1 8 gives ork at the black 
; Queen s Biſhop's fourth Square. 
| B. The King's 2 on the Knight. 


If. The Queen' 8 Biſhop due the Biſhop. 
. The * at her Biſhop's Square, 


EE» 


V. The Rook at its Quees s Knight's Square... 
3. The King” at his Queen's | "IN freond 


Square. 


| 32. 5 
N. The Queen 'sBiſhop gives check: at the black 
Queen's third Square. 
B. The King at his ny nog 8 Sb 


IW. The Queen gives check at he black Queen's 
Knight's third Square. 


75 The Ting n <\ wb "gies the ae 


Pe þ *%/7 a7 2 {; v. #T | 


THIRD 


88 102 bud 18 74 


Where it is ſhewn, had playing the Ring's 
Knight, the ſecond 1 is entirely 
| wrong ; becauſe it not only loſes the At- 
tack, but gives it to the Adverſary, It 
will be ſeen likewiſe by three different 
Back-GAMzs, that a good Attack keeps 


the Defender 252 — 


| | * LM Is 8 ; 
Black, YN HE King's Pawn two Steps. 
White. The __ 


B. The King s Knight 8 his Biſhop's 3d Square. 
V. The Queen's Pawn one Move. 


3- 
B. The King's Biſhop at the Chic 8 Biſhop" 8 
fourth Square. 
W. T he King's Biſhop's Pawn two Moves (a). 
4 . 


(a) Any thing elſe your Adverſary could have play'd, this 
was always your beſt Move, it being very advantageous to 


change your king 2 OO s Pawn for his royal Pawn ; = 
WM 


4 * * : 
* * * 
> 4 £& 


a 


: | 2 | 4. . | 
; 9 a 5 
3. The Queen's Pawn one Move. 
V. The Queen's Biſhop's Pawn one Move. 


$I www 


. The Queen's "Op retakes the Pawn. | | 


B. The Queen's Biſhop at the 
Knight's fourth Square. ; 
W. The Kings Knight at his. Biſhop's third 


Square (c). 


cauſe your King and Queen's Pawns place themſelves in the 
Middle of the Cheſs*board, and become in a State of ſtopping 
all the Progreſſes of your Adverſary*s Pieces; beſides this, 
you gain the Attack upon him, and that by his having play d 
his King's Knight at the ſecond Move. Vou have ſtill anot ner 
Advantage by loſing your King's Biſhop's Pawn for his 
King's Pawn; that is, when you do caſtle with your King's 
Rook, the ſame Rook finds itſelf immediately free and fit 
for Action in the very Beginning of the Game. This will be 
demonſtrated by my firſt Back-game, beginning from the 
third Move, to which you are ſent after the Party. 
(0) You muſt obſerve, that if he refuſes taking Four 
Paw, you are to leave it in the ſame. Situation 54 Place 
expoſed to be taken; except however, he ſhould chuſe to caſ- 
tle with his King's Rook, in ſuch caſe you muſt without 
any Heſitation, or the Interval of a ſingle Move, puſh that 
very Pawn forwards, and in order to attack, and fall upon 
his King with all the Pawns of your right Wing. The Effect 
of it will be beſt learn'd by a ſecond Back-game, beginning 
from this fifth Move to which you are ſent. You are to ob- 
ſerve again, as a general Rule, not'to determine eafily to 
puſh on the Pawns either of your right or left Wings before 
your Adverſary's King has caſtled; he will otherwiſe retire 
where your Pawns are leſs ſtrong or leſs advanced, and by 
conſequence leſs dangerous to him. 
(If he takes your Knight, you muſt abſolutely take 
his with your Pawn, which being join'd to his Camarades, 
encreaſes their Strength, and by conſequence that of your 


* 


Game. 


8 , ” 
# 


FF A 


— 


B. T be Queen's Right at his Queen: 8 ſecond 
Squ are. 5 13 6: 
WW. The r $ Pawn one Maye. 
Bry 
B. The Biſhop reti, 
. The King's Biſhop at his Queens chird £ q) 
Square. b : . | 


9s, 
B. The Queen at cher Kings 8 fecond Square 


W. The ſame. 
10. 


B. The King caſtles with his. Rock ( 34 
. The Queen's Knight at bis «Queen's 8 ſecond 


? A 
$374 6.3 


Square. Rs eee 
5 
. The King's Knight at his Rook fourth 0 7 
Square. 


2 ; The ley, pee at her King s third: Square, 


(4d) This i is he bel Square your King S Bito = chuſe, 
except the fourth of his Queen's Biſhop; particular when 
vou have the Attack, and it be out of your Adverſary' 1 
Power to hinder that Biſhop from playing on his King's 3 
Biſhop? s Pawn, 

e If he had caſtled on his Queen's Side, it would have 
been then your Game to caſtle on your King's Side, in order. 
to attack him more commodiouſly with your Pawns on the 
left. It is here again neceſſary to obſerve, for a general 
Rule, that as it is dangerous in an. Army to attack the Ene, 
my too ſoon, it muſt erve likewiſe for Inſtruction here not 
zo be too haſty in puſhing your Pawns forwards, till they 
' arg well ſuſtain'd by one another, and alſo by your Pieces, 
otherwiſe your Attack will prove abortive. The Form of 

this Attack at yqur left will be ſeen by a third ene, 
beginning from this tenth Move. 

CF) He playeth this Knight to make room to his King's 
 Bifhop's Pawn, with a Def; ign to advance it two Steps, in 

order to ſtrive to break the Chain of your Payns. 


«>. 4 * 12. * 


* 
we. + a - 


C 29 } 


3 
B. The Ki 's Knight takes the Biſhop (g). 
W. The 1 retakes the Knight. ; oh 
135 
B. The Queen) 8 Bimop takes the Knight c 79. 
IT. The Pawn retakes the pr, 55 


r | 
B. The King? $ Biſhop's Pawn two Stores my 
. The Queen at her n Kaen Fang 
Square, 
| 8 
B. The Pawn takes the Pawn. 


e The Biſhop s Pawn retakes } it. 


B. The King's Rook at its ; King's 8 Biſhop 8 re 


| Square (i). 
Fo The King 5 Rook's Pawn two Steps (4 J. 


<2) If he had puſh'd his King' s Biſhop's Pawn inſtead of 
taking your Biſhop, you muſt then have attack'd his Queen 
with your Queen's Biſhop, and puſh'd your King's Rook's 
Pawn the next Move upon his Biſhop, to force him to take 
your Knight: In this Caſe (as I have already obſerved) your 
beſt way was to retake his Amon with your Pawn, in order 
0 ſupport the better your royal Pawn, and replace it in 
caſe it be taken. _ 

1+) If he did not take your Knight, his Biſhop would 
remain impriſon'd by your Pawns, or he would loſe at leaſt 
three Moves to get him free; which three uſeleſs Moves 
are ſufficient to ſpoil his Game. | 

(i) He playeth this Rook with two Deſigns, either to 
double it, or to remove your Queen. 
- £#) You puſh this Pawn two Steps to give your Queen 
| more room, which being. attack'd can retire behind, this 
Pawn, and then remain battering upon her Ady erſary's 
King's Rook's Pawn. Your Pawn advancing, afterwards 


| bas become e to your en $ 1 


| 17. 


to) 


B. The Queen's Rook at its King's Biſhop's 


Square. OO oY 
W., The King caſtles with his Queen's Rook. 
B. The Queen's Biſhop's Pawn two Steps:  * 
W. The King's Pawn one Step ( . 
DRAWS | 4 1 19. ED : . | 1 
B. The Queen's Pawn takes the Pan- 2 
W. The Queen's Pawn one Move. 


* 


(1) Here is a Move as difficult to comprehend, as it is 
to be well explained. In the firſt place you are to obſerve; 
that when you find yourſelf with a Chain of Pawns follow- 


ing one another, upon one and the ſame colour'd Squares; or 


to {ay better, in an oblique Line, the Pawn who has the Van, 
or is at the Head of them, muſt not be abandon'd, but muſt 
ſtrive to keep and preſerve his Poſt. Here then you muſt 


obſerve, that your King's Pawn being not in the Line with 


| his Camarades, your Adverſary has puſh'd his Queen's Bi- 


ſhop's Pawn two Steps, for two Reaſons : The firſt to en- 
gage you to puſh that of your Queen forwards, which in 


this caſe would be always ſtopp'd by chat of his Queen's; 
and thus leaving behind that of your King, would render 
it conſequently entirely uſeleſs. The ſecond is to hinder 
your King's Biſhop to batter upon his King's Rook's Pawn; 
therefore it is beſt to puſn your King's Pawn upon his Rook, 


"gp ſacrifice it; becauſe then your Adverſary (by taking 


„ as he cannot well do otherwiſe): openeth a free Paſſage 


to your Qgeen's Pawn, which you are to advance imme.” 


diately, and ſuftainh in caſe of need with your other Pawns, 
in order to make a Queen with it, or draw ſome other 
conſiderable Advantage by it to win the Game. It is true, 
that his Queen's Pawn (now become his King's) pears to 


have the ſame Advantage of having no Oppoſition from 
Your Pawns to make a Queen; however, the Difference 


is great, becauſe his Pawn being entirely feparated from 


his Camarades, will always be in danger of being ſnatch'l _ 
away in his Road by a Multitude of your Pieces all at War 


againſt it, But to know well how to make uſe of theſe 
Moves at proper times, one muſt be already a good Player. 
20. B. 


62 5 


2 
B. 1 at his Queen's Biſhop's fecond 
uare. e: 
W. The Knight at his King's fourth Suse (1. 
5 
B. The King's Rook at the vine King's Biſhop 
„ | 
1 The Queen at 2 King s | Knight 8 ſecond 
: (Square: gni- 3 * 
22. 
3. The Queeri at her _—_ Biſhop's ſecond 
Square (u). 705 


I. 2008 2 at the black King's Knight's 


v E 
1 * gn * 
171 5 1 * $ a 
* 1 * © ”- 


B. The — 5 gives —.— 
M. The King at his Queen's Knight 8 Square 25 
& 24. 28 « C 
B. The Rook Shes the Biſhop 2 7 
W. The Rook retakes the Rook. 


(m) It was neceſſary to play that Knight in order to ſtop 
bis King's Pawn; the more becauſe this very Pawn, in its 
preſent Situation, ſtops the Paſſage of his own Biſhop, and 
even of his Knight. | 

-{n) He playeth his Queen in order next to give yon 
check: but if he had p 10 his King! s Rook's Pawn to hin- 
der the Attack of your night, you muſt have attack'd his 
Biſhop and his Queen with your Queen's Pawn, and in this 
| Caſe he would have been forced to take your "Pawn, aud 
you ſhould have retaken his Biſhop with your Knight, 
which he. could not have taken with his Queen, becauſe 
50 would have been loſt by a diſcover'd Check with your 

iſho 

60 Ine takes your King s Biſhop ; firſt, to ſave his Rigg s 
Roots Pawn, and that your Biſhop proves more incommo- 
dious to him than any other of your Pieces; and ſecondly, 
to put his Queen upon the Rook that covers your King. 


* , 2 by 
T [4 * 


25. B. 


11 


8. The i: at her ” King's AR s fourth 


Square. ITIRURD 
I. The Queen at her King's fourth Sen (9). 
26: - 
B. The Queen takes the Queen. gi NA A 
W. The Kright takes the Queen. 
fon W793: 14 195 
B. The Rook at the white King's Biſhop's 2 
Square. 


W. The Knight at the black Ne Knight 8 
fourth Sn | 
| 28. VER: 
B. The — 8 Biſhop? 8 N one Move 
W. The Queen's Rook at ber . 20 
| | third IPO 2305 209 9 
29. 


WT The Knight at his Queen, Biſhop 8 fourth 


” 


Square. 
. The Knight at the black King $ third Square. 
30. 


B. The Knight takes the Knight. 


W. The Pawn retakes the Knight. 


+ 31. 
B. The Rook at its King” s Biſhop's third Square. 
M. The King's Rook at its Queen' 8 Nane. ik 
WT ; | 
B. The Rook rakes the Pawn. | 


6 ) Having the Advantage of a, Rook ENT a Biſhop 


at the End of a Party, it 1s your Advantage to change 


Queens : and the more ſo, becauſe his Queen being at pre- 


ſent troubleſome to you in the Poſt where he juſt play d it, 
you force him to change, which he cannot avoid, if he 
will ſave his being Check. mate. 


ö 


2 
3 


6330 


1. The King's Rook at the black Ca s ſe- 
cond Square, and muſt win che _—_ 


is eaſily perceived C e f 
l. xxx L227 s. x 
FIRST BACK- GAME, 


2 A . 


of the 0e een 


vais at the third More. 


"ww 


q { 4 x 
* | & $708 3 HF $443 


Black. HE Queen” s Pawn, two > Seeper <1 
White. The nd s Biſhop's Pawn two en 


W 4. 
„ Fe Queen' 8 Pawn takes the ——— tai ' 
M. The King's ized $ Cams retakes the Pawn, 
1 
B. The King, 8 "Koight at 45 white King O 
Knight's fourth Square. 
W, The Queen s Pawn one Step. 


B. The King 8 Biſhop' s Pawn two o Steps. 
W. The King s Biſhop at his Queen: 8 e 8 
fourth mn. Eco, 


5 75 ) Any thing he could EA play's evuld not binder you 
PAL doubling your 'Rooks, unleſs he had facrificed his 
Biſhop, or let you make a Queen with your Pawn ; there- | 
fore loſes the Game every way, © 

(4) If he had taken your King's Biſhop's Pawn inſtead of 
this, you muſt have puſh'd your King's Pawn upon his 
Knight, and afterwards retake his Pawn with 1858 Queen's 


CW 
D * 


M. The Biſhop takes the black Biſhop. 


. , - %. 4 
a 2 « * 5 * * . 
$4 5% 1 N WA 


ie The veen's Kochs at his Vihar? 8 3d Square. 


. The ing's wa at his King's 2d Square: 
B. The King 's Rook's | Pawn'two o Steps (J. 


W. The King” s Rook's Pawn one Move. 


e e 
B. The King Knight at his Rook's third Square: | 
MW. The King caſtles. _. Ann 
11. 15 
B. The Queen's Knight at his Rook's fourth 
Square. 5 | 
7 The op gives check. N 


B. The Biſhop covers the Check; 

, 13. P 
B. The Queen takes the Biſhop. 
. The Queen's N one Move. | 


B. The Queen's Biſhop Pawn one- Move ke). 


W. The Queen' 8 Knight's Pawn. two Moves. 


4) He puſhes this Pawn two Steps to 7 n 
2ouble Pawn upon his King's Rook's Line, which by puſh- 
ing your King's Rook's Pawn upon his Knight, he coals not 


| | poſlibly avoid; and your taking it afterwards. with your 


* 


Queen's Biſhop, would have given him a very bad Game. 
(e. He playeth this Pawn do cut the Communication of 
your Pawns; but you avoid it by puſhing Nee your 
Queen's Knight's Pawn upon his Knight, which having no 
Retreat, obliges your Adverſary to take the Pawn by the 


way. This rejoins your! Fawne again, and makes Wa in- 
vincible. 
1 5 B. 


: » 1 0 4 

5 The Queer” $ Biſhop s Pawn takes it cpaſing by: 
V. The Rook's Pawn retakes the N . 
/ x0; £4; 8 
B. The Queen's Knight's Pawn one Moyes 
WW. The Queen's nen at His King's third 


"0 


- Square. 


17. 
B. The Biſhop | at his.King's ſecond Square. 
V. "The King's Knight at his King's CIO | 
| fourth Square (d). 
18. | 
B. The King's Knight at his own Square. 
W. The King's Knight at the black m 
l Knighe s-third Square. : 


19. 
B. The King” $ Rook at its S Square. 
0 The King $s Pawn one Move. | 


B. The Queen at ko Koight's ſecond Square: 
W. The . 8 1 one Move. 


B. The King's Biſhop it his third Square. 
W. The King? s Rook takes the Pawn. 
22, 
B. The King caſtles. 
W. The King's Rook takes the black . $ 
. Kaight- 


. The Pawn take 5052 „ 


* 45 

(4) This Knight ſeems to he of very little conſequence ; ; 
neverchalel tis he that gives the mortal Blow to his Party, 
becauſe this very Knight holds at preſent all your Adver- 
ſary's Pieces in ſome meaſure quite lock'd up, till you hays 
time to progers the Check-mate. 


D 2 = . The 


4 


(586 
. T he Queen' $ Rook takes the Pawn, | 


I $: oy 3 bn A 


B. The Queen” 8 Rooks 1 one Move. "i 


W. The Rook gives check. 


og. 
B. The King retire. 
W. The Rook at the black Queen 8 Biſhop 8 Ke. | 


cond DRAW. i 
. 


B. The Queen at her Knight's fourth in g 

V. The Queen' 5 Knight at his Rook's 3d Square. 
| 27. 

B. The Queen at her King's Biſhop 8 fourth 


Square. 


W. The Queen's Knight at her Biſhop s fourth 


Square. 
7128: 


D. The Queen takes the Knight, PIs not 
te do better. 
W. The Biſhop gives check. 
el e 
B. The King retires where he can. 
W. The Knight gives check: mate. 


SECOND 


— 


C37 ) 
2 Ara 


SECOND BACK- GAME. 


"Beginning n the fifth Move. 2 


Black. HE King caſtles. 
ue A =p King 8 Biſhop s Pawn one Move. 
6. 


B. The Queen? 8 3 one Move. 
I. The ern, at her King's Biſhop” 8 50 Square 


7. 
B. The Queen's 8 "> takes the Pawn. 
W. The, Queen 8 Faun refakes the Pawn. | 
8. KL IA 51 23 
B. The Queen's Rook's 3 two E 
W. The King's Knight's Pawn two Moves. 


9 
B. The Queen at her third Square. 
IF. The King's Knight's Pawn one Move. 4 
22110. 
B. The King' 8 Knight at his King's Square. 
W. is King's Biſhop» at his W Biſhop's 
fourth Square. ; 
. 
B. The Queen's Biſhop! s Pawn one Move. 
1. The Queen at the black King's Rook's 


fourth Square. 
D 3 12. B. 


E 


12. 


The Queen's Kn'ght's Pawa two . 


7 IR ys Knight's'Pawn one Move. . 7 | 


13. | 
B. The King s Rook's Pawn one Move: 


LL The Biſhop takes the King” 5 Biſhop 8 * 


5 7 


and gives check: (ELF. 


14 
B. The King at his Rook's Square. 


W. The Queen's Biſhop takes * black cur. 


Rook's Pawn. 
15. 
B. The King's Knight at his Biſhop's 


Square. 


third 


. The Qtieen being-at her Kings Rook's fifth 


Square, wins the ne > on removi 
Biſhop. | 


"g the 


1 1 


u. ad era ent e eic - frh· 


THIRD BACK- GAME, 
| Beginning from the tenth. More. 


Black. AHE 1 oa Ron 


' Side, | 


White. The King . on his own Vice | 


B. The King O Rook's Par one Move. - 
I. The Queen's "oy; at his Queen's 
| Square. 


cond 


B. The King's Kaba, * two Steps. A 
W. The Queen' $ 2 a his King's 3d es, 


13+ B. 


( 39.) 


B. The Queen's Rocle at its King's Kuight's Square 
W. The Queen's Knight's Pawn two Stepßs. 

8 14. 
B. The King's Rook's Pawn one Move. 
. The Queen's Roak's Pawn two Moves (aq. 


. | 15. 
B. The Biſhop takes the Knigkglt. IN 
W. The Queen takes the Biſhop. f 
N : 7 | 
B. The King's Knight's Pawa one Move. 
M. The Queen at her King's ſecond Square. 
| 7, ape OVENS! 
B. The Queen's Biſhop's Pawn one Step. 
V. The Queen's Rook's Pawn one Step. | 
e ee CHSSHUCY 907 220M Gomrd Cont S120 
B. The Biſhop at his Queen's Biſhop's ſecond 
Square. 93 | | 


V. The Queen's Biſhop's Pawn one Move. 


B. The King's Rook's Pawn one Move. | 
V. The King's Rook at its Queen's Knight: 
ane, eee wore. eee er 


# ® 
R \ 


B. The King's Rook at its fourth Square, 
W. The Queen's Biſhop's Pawn one Move. 


(a) When the King finds; himſelf behind two or three 
Pawns, and that your Adverſary falls upon them in orde 
to break them or make an Irruption upon your King, yo 
muſt take care to puſh none of thoſe Pawns till you are for- 
ced to do it. As for example: it would have been very ill 
play'd to have puſhed your Ling's Rook's Pawn, a e N 
Biſhop, beeauſe he would then have got the Attack upon 
you by taking your Knight with his Biſhop, and would have 
got an Opening upon your King by puſhing his King's 
Knight's Pawa,' This would have loft you the Game. 
tf T 41105 D 4 21, B. 


5 7 40 


21. 
B. The Queen's Pawn one Move. iT, 
W. The King's Pawn one Move. oy IX. 
28. 


B. The King's Knight at his King's Square. 
IP. The Queen's'Knight's Pawn ont Move. 
23. 

B. The Pawn takes the Paw. er 
V. The King's Rook eee FM» 

| 24. 

B. The Queen? 's Rook's Pawn one Move. FF A 

W. The King's Rook at its Queen's Knight's 
fourth Square. 7 


B. The King's Biſhop” 8 I one Mog 1 
. The King's Biſhop rer the — $ Rook's 
i Pawn. = 112% GCN 38 . 

26. 
B. The Pawn takes the Biſhop: - | $f 
M. The Queen takes the Mos and, gives check 

; 27. 41 * 
B. The King retires. . Ng e 
V. The Queen gives check. | 

28, 
B. The Knight covers the check. 5: 
V. The 3 — Pawn one "Slag 


9 


B. T * King ne retires. BY 3 
M. The Queen's Rooks Pawn one Move, Me 
by different. very, viſible, ways wins the 


Game, a going farther: . 
FOUR T H 


* 5 
* 2 
* - , 


Ke . Ry PRA, 
N 


* p 
SA, 
< 
. A? 
te \ 
L 
* 9 x 2 * — 
4 * * 2 » be A * 25 . ” : , 1 0 # os F 7 — 0 i} { * 4 4 1 11 
3 4 L * as | of 5 „ « $ L3 N a * 7 
| \ * : : 0 2 
i . > * 4.4 > ' F + 1 A 1 # 7 "Y 
- 4 ” , * * : * * 1 = % * 
p l - : 


„ # p % 4 * 
. y | Ts ” Xa * T2 yk ws # 0 # e « 
. F '4 x #1803 'M * 4 a © * 191 n 7 4 » : 
* 7 - l * * * 
* 9 "4 * , / K #% 4 #5 N 2 | 8 * 
— Fg « 7 — $- 7 %, } = v. x; *. aa 8 3 J. A 7 8 1 2. bs. © 
» 74 4 _ 
6 j ' 
* - 2 9 I ” * 5 
„ 6. 211 #7 


* ve £ = "2 1 * 274 1 43 "© 


One beginning tpi 52 glb. nah —_ 


15 


e 1 Pts Wee 2 . Key | 


| „ 22 
N TU e 450 ; f I af ks M22 © Tra \ b 
Black. FT \H E Kings] Faun two see. 


White. - 1 The _ 
TELE ES 1.5 ae 115 


B. The cons 8 Biſhop! p 74m one Ba fa). 
. The en Pawn two Wieten 1 4 29 


9 * * 7 9 a : wo 


B. The Par takbs the Preh. 8 
45 The Queen retakes the Pawn. 


„ a) Play ing this Falls the Gene Move unleſs one is ſare 
of playing with a bungling Gamefter) is demonſtratively ill 
played, becauſe the Move is certainly loſt by the Adverſa- 
ry's puſhing the Queen's Pawn two Steps; 1 the 
Attack es on che other ſide, and very probably the 
Game; for, when once the Move is loſt, it is very difficult 
to regain 0 with good Players. Tis true, if you were to ne- 
glect puſhing your Queen's Pawn, (as I ſaid before) he 
wouls lock vp all your Game with his Pawns, 


4: "0 


6 . ) 


Barbe Queen's mevis Move (3); 4 n b. 
u The King mn two Steps 


8 Bimop 8 ; two Steps 60 — 
2. The King 72 Pawn o” 3 (« * 9 4 


B. The Queen? 3 8 one Move (e). 
. The Queen at her King's Biſhop's 2d Square. 
(6) If inſtead of playing this Pawn, he had played his 


King's Knight at his Kin uare, 1 aye 

in this 8 e East N dea and ſuſtai 
ed it after —— — your King's Biſhop's Pawn. . 
ſe If he had played his Queen's Biſhop at his King s third 

ipſlead of 3 — Ew you mult then have 
played your King's. Br Naa s third Square, and 
the Situation o the 51h 0 ave been in this caſe 
exadlly as it is at the fixth Move of the ſecond Party, (wide 

p. 15.) But if he had attacked your Queen with his Queen's 

Biſhop's Pawn, he would . loſt the Game, | becauſe the 
Pawn that formed the Van-guard on his Queens Side is left 
behind, (vide Refl. CI) the eighieenth Move of 2 
Party). A r will better clear this Situation, an 
the Progreſs of it. 
„ It muft be a general Rule to avoid changing your 
King's Pawn for your: Adverſary's King's Biſhop's Pawn,. 
except you are forced to it, as it may 1 —— 1 
Accidents one meets with in the Defence, bu 
Attack. You are to obſerve likewiſe roo thx Roſe e vi gl 
gard to your Queen's Pawn againſt his Queen's Biſhop's 
Pawn, becauſe (as I have already mentioned) the — — 
Queen's Pawns are better than any other two Pawns. They 
occupying the Centre, hinder beſt your Adverſary s Pieces 
from hurting you. 

(+) If inſtead of puſhing this Pawp, he. had taken your 
King's Pawn, you muſt in that caſe have taken his Queen, 
and afterwards his Pawn; thus hindring him from calling, 
you preſerve. the Attack upon him, and by conſequence the 
Advantage. But, had he played his Queen at her Biſhop's 
ſecond Square, it would have produced a different Game, 
the Progreſs of which will be ſhewn wa the ſecond Back- 
game f from the ſixth Move. | 


4 — 7. B. 


Ta) 


B. The Gn « Biſhop . King's gd Square, 

W. The King's * at his Biſhop's third 
e. 

1 8. uA Tx £9 18 | xk 

6 B. This Queen Knight at s (Mente 2d Soares 

W. The King's 3 at his Queen's 4th Square, 


B. The. King” s Biſhop abi Queen's Biſhop's 
fourth Squarr. 5 4 2012 | 
W. The Queen's Biſhop's Pan one Move. 
B. The Queen at her 7 third 8 *V 
I. The een 8 r at his King" $third * | 
„ 7 | 

B. T be King's Biſhop takes the Knight, 
W. The Pawn retakes the Biſhop (f)... 4 
| IS: 

B. The King's Knight at his King's ad Square, 
I. The King's Biſhop at his CO 30 * 

1 | 

. The Ki ing caſtles with his Rook. 
W. The King's Taue "xx one Move. 


B. he Queen at has Biſbop! $24 Square (20. 
a We "The King's Knight“ 8 Pawn two Steps. | 


tf 73 when two Bodies of Pawns Sud themiclves be 
parated from the Centre, you muſt always ftrive to ſtrength- 
en and encreaſe the ſtrongeſt Side; but if you have two 
Pawns in the Centre, your Aim moſt be, to unite as many 
to it as poſſible; having already obſerved that the Centre- 
Pawns are by much the beſt and the ſtrongeſt. This Advice 


8 for a general Rule. 
(ge) His Queen being now of no FR in that place, he re- 


bite her to make room for his Vans with a deũign to 
2 them * you, | | 
| I LY B. 


(4) 
15. 
B. The King's Knight's Fern ene Step. 195 1 85 
W. The ſame nn lr E 
1 . [ , 
B. The Queen's Knight's Pawn one 848d 


. The Queen's Knight at oh wr: 8 
. 0 | | 


17. 

B. The Queen 's.Biſhop's Pawn one More. 
W. T he 12 caſtles re a 5 a $ 72 50 < 2 
B. The "BR 5 0 the — „„ 
W. The Biſhop retakes the Pawn. eee 
| 487 2. 1 19. 4 0 
B. The Queen? s Knight at bis Queen's Bikop 8 

, fourth Square. | 

B. The King's Rock's Pawn one Move (4). 

20. 
B. The Knight takes the King's Biſhop. 2.4 44 
I. The Rock takes the Kaight. . e e 


— AF 
8 


. 


vantage. 

04 7 Had you hikes his Knight with. your . Bi- 
ſhop, you had ſallen into that very Error which you ſtrove 
to avoid by not taking the aun offer d to you before. 


21. B. 


t 5) 


21. 
B. The Queen's Biſnop at his Kin 's iſ 4 
' ſecond Squate (7). 85 | 4 | 
IV. The * s Rook's Pawn one Move. 
. 
B. The Qu geen's $ Knight's Pawn one Move ( m). 
W. The Q Queen's Rook at its Wb s Rook's third 


Square, 


23 
B. The Queen's Knight Pan one Move. 
IF. The King's Pawn one Move. 


hs 
B. The Biſhop at his King's Square (10. 
V. The King's Rook's 8 takes the Fawn. 


= The Biſhop . 1 Paw. 
W. The Rook takes the black King's Rook's Pawn.” 
26. | 
B. The Biſhop takes the Rook. l 
W. The King's Rook takes the ner. 

27. 5 
B. The King takes the Rook. _ | 
W. The Queen gives N via at her King 8 Rook's 

fourth Square... 

28. 
WP The King at his Knight's place, dringen 
. The Queen gives Check- mate (0). 


(7) He playeth this Biſhop, to replace his King's Knight's | 
"_— in caſe it be taken, 
2 playeth this Pawn to attack the Knight that covers 

your King, knowing not to do better, for, had he taken 
your Pawn, he 3 have loſt the Game equally. 

6) If he takes the Pawn in lien of retiring his Biſhop, 
he loſes the Game alſo. | 

0e) You are to obſerve, that if you can ſucceed to make 
an Opening upon your Adverſary's King with two or three 
Pawns, the Game is abſolutely won. 


FIRST. Back- GAMB,. 


py {k 
Ot the Fourth ba, 


Begining from. the bm More. 


Black. 41 E Queen's 8 Biſhop's a one 
+3; Move. 
White. The King's Pi 4ives check. 


B. The Biſhop covers as Check. 
W. The * takes the e 78 


N 
B. The Queen takes the Biſhop. 33 
| . The Queen at her zhird Square. 13 
8. 1 ; 7 
B. The Queen's Knigh®: at fs Biſhop's wir 
Square. 


W. The 3 hof Pawn two Steps. * 


. The Queens 0 the white Queen's 
Knighr's fourth Square. i 
W. The Veen at her King's ſecond Square.” 
10. 
77 The King Biſhop at his King's 2d Square. 
3 Queen's, e at 5 ee _ 
6 OT 1811990 A 


4. 


"Ih. 41 ITE 5 CS # © 1 
5 . * « 5 . - 5 99744 * * 
- * 
"47 . EY 4 2 1. 
8 i, . 0 = 
* 5 _ ” * 2 % die * K 1 
* . . / . 
. 


(4) 


MAGS | | 26600110 217192 O 96 1 
B. The King's 8 Biſhop at his third Sy | 
W. The Queen's 1, aa _ ans ons mage 


fourth Square." >; 


12. 
B. The Queen's Knight rakes. the · Knight '| 40. 
W. The King's GY the Knight (5). 


B. The Knight at lis: King's ſecond Square, 
W. The King's Knight at his Biſhop' $ 3d Square. 
| 14. 
B. The King caſtles with his own Rook. 
W. The Queen at her third Square. 


1 
B. The King's Rock at its King's Squire,” A 
I. The King at 75 res i 8 ſecond 83 (e). 


© 7 


* 


B. The Knight a his King's Biſhop's fourch 
Square. 
ä W The King's Rook's Pawn two Steps. 


17. 


B. The Knight at the white Queen's * —_— 


Pe” By this Change he avoids his Queen's Twin 88 at- 
tack'd by your 22 z nevertheleſs, your King's Pawn will 
win the Game in ſpite of all he can do. 

(6b) Had you taken with your Queen's Biſhop's Pan's in- 
ſtead of your King's Pawn, he would have had it in his 
power to ſeparate your Pawns by puſhing his King 5 Biſhop” 5 
Pawn upon your King's Pawn. 

(e) 'Tis often better to play the King than to caftle ; 3 
enables you beſt to attack with your Pawns on that Side. 
Vou are to obſerve in this preſent Caſe, that if you had 


- _ caſtledon your Queen's Side, your Adverſary' s Biſhop would 


have been very incommodious to yon, having his line quite 
o Take notice when you play your King, to put him 

x 514 ys upon à Line where your Adverſary has a Pawn upon 

it, becauſe you are better covered from the Rooks Ambuſfies. 


N. The 


11 
I. The Queen' O mY at his King' s 3d Square. 


t 29 "#1 ir 3 £24 ; 71 $3 4% 
* Iii y f - 133 E 2 7 5 | * 1 4 1 
4 


B. The Knight kes zir Knight. Us” T 
I. The King retakes = 5 1001 


B. The Biſhop takes the WES Pawn. 

. The Queen's Rook attacks the Bilkvps | - 
— 

B. The Biſhop retires at his, third Square. 

W. The King's Knight's Pawn two 


21: 
B. The King's Knight's. Pawn: one br 
W. The ſame. au f 2: 
B. The Biſhop at his King's 5 port 
Square. | 
W. The King $ Rook's Hawn one ; Move. 
n e | 


B. The King” s Rook at its King's Tang? Square. 
V. The King's Rook at its fourth Square. $39 
7 

B. The Queen's Rook at its King's Square. [i 

W. The or at his Queen's e Oe. 

> 0144 hes we 

B. T be King” s Rook at the white King s fourth 

| Mare"; 

V. The Rook's Pawn takes the Pawn, i 
26. 0 

B. The Rook” s Pawn retakes 0 Pawn.” g LE 

W. The e s Rook at er i $ Rooks 

p Wan. | 

+: > | 27 * „h 

B. The Queen 8 Knight s Pawn two ops” 


V. The n at bg 1 ie 83d Square. 
8. B. 


8 4 
5 Fatt 


f 


, Wo + 


© 4 0 


b 


7 Tie Rug ing at e S freond Square: ** 


V. ſecond Mare. 

97 32. wry 29! 10 T 
B. T The he Rook 2 the Queen. 
V. T 


EN 2 e N TY = 


2 1 
Haupẽ bs e 


ai eil 28 «A 0; 
CCC 
481 
oo g 820 . gie: 4 XZ 7 "RL ©} 1 Pp 


SO R- AME, 
5 a ATION HN 
41 


$1033 zulgin Or the 3F oꝗtthl Party. 23T . 8 


4 25 1 / 


A ""Bihning df e fo Ne 7 


Black. 12 HE e er Bilkap's Econ 


White. The * ige 20 bis. Weeds 17 1 8 


2 gui oncrh Spit ae 71 Ain E gt 4 r 


1 "A 


B. The Queen PA. fakes the Plan- 
. Tberbs yn regakkes th parity N28 I T 8 
. hg lee $ Bild Plwri ode asd 
W. The Queen at the black Queen's $4th . 


1 ta e 8 kako at bis bier wit 
Las c Rings 8 h # Ris Biſops El 'Squate. 


10. B. 
1 | 


1 
h  K 12 the white Queen's 
| B. The neen's Knight. at veen's 
. eee * 
I. The Queen a her owa Se 
B. Hs aa eee 
V. The Queens Rook's Pawn two Moves. 
Im} 
B. The Kin N IN > 2d Square, 
— age We King 
13. 


B. The King's Knight's Pawn one Step. 
VF. The Queen's Biſhop; at the black . 
Knight's fourth Square. 


14. 
B. The King's Biſnop at his Knight's ſecond 
Square. 
WV. The Queen's Biſhop at the Hack King's Bl 
I op s third wy 


B.\The King's Kn ht wy 5 own. Square. 
IF. The 3 Ra, takes (hy ye a 


J. The wen relies ths Bee 
V. The King's Knight at the back King 


Kyight's fourth Square. 


B. The King” 5 Knight AE his Rook's 30 Sduare. 
W. The, Queen's F at bis ape ons 


Square. 
F 18. 27 


f 3.2 The Queen's Knight at - his Adern thied 


V. The 1 at che black Queen's $ ach Square. 
s 07 4 _ : 29. K 


7 l . A F: 


„ 
GE. 


(- 5) 


B. The Queen's: Knight at his King's 2d Square? 
W. The TAs at the black ; Queen's $ 44 Squares 
| 20. ef 2 
B. The Queen? $ ; Biſhop af his Queen $ ad Sia 
W. The King's Pawn one Move. 
t, 9 
B. The ueen's Biſhop at his thi rd Square. 
W. The een's Rook at its ces Squares | f 
22. 7 
B. The. King's Knight 2 the white King's 
Knight's fourth 
. The Queen gives chec — © ihe black Queen U 
ſecond Square. E 8 
oh 5 23. } " 5 EX & * 
B. The Biſhop takes the Queen. 
M. The Pawa takes the Biſhop, and gives checks 
| | 2 n A 3H 4 0: 4 M49 > ©, 
B. The King at his Queen? Square. | 
N. The Knight gives — at the black 


King's third Square. |. 1A 41 N 


Tho? this Back-Oame may be 5 Trl cg 
ways, the black will always loſe — Game, if 
anne „ e 


* * 5 7 Fl 


— 
” 


pot ff 
# 


1 { 4 
43 A 0 


- * 
MA 
= 


Ves — 


= 


E 2 FIRST 


9 


Ft 


fi 
* — 


2 ito ow 155 10. as 


3% | 2 KEE | * 


*55 5050 


un bug ne 4 9520 244 5 | 
KIK 56 4 * 1 0 5 
ni) etide, dr 18 857 r 
Sb e 2 dN 


**no2uC) 12 2 26 AH ue na ad MN 


SIX BACK*GAMES. 


7 2 2990 0 $3::25483-qodid dT A 
Modo e ig hoe gortififnid: 22 lar awed 2d DW 
White. H E King's ng two 5 hr 

Tarne:; 200 - 33 Anil 'T A 
Bed. 94 


* | eavig Agia F N 


. The King's Biſhe Pn eps 
$i Khe King Kn gaßes if. Z. aft 4d 'or”s 


l voy |; ami) en mol vole. liiw onid 33 aver 


W. The King's:Rnghtat-hisBiftop's gd Square. 
. The King's Knight s Pawn two Moves. | 


4. 

V.. The King's Biſhop ar hi his en Biſhop's 
A th S hn | 
on Set 


{a ) If you had WWF. ob King's Rook's Pawn two 
3 before you played #this Biſhop, your Adverſary 
would have abandon'd the Gambit's Pawn, and by ſo doing 
would have gained the Attack upon you with a better Situ- 
ation of Game. This will be demonſtrated by my firſt Back- 
game, beginning at the fourth Move. I 


> * ' W ** 2 Bs 
6.441) - Th 
= SS. A A * $ wy © E 
a 4 


A 3 
3 gage, Fiibap: hh water 


Square ( So. 


1 he "15987 3 Joan A-26T 5 
e hong Re Pawed fo SieptlokT A 
B. The King's Rook's Pawn one Step(4). 4 


= ew mus i& oof 2 dong * A 
2. The Queen's 8 Pawn « 2 Siepe 22 OY 


07, The-Quten'iBihop's Ero Sch. . N 
B. The ſame ( HD. og 95 | 
HON 2225. eil 72 80 gig A zo 92 500 T. A 
W. The Queen at her Knight's third Square: 
B. The Queen at her King's ſecond Square. 
x i 36939) 274 <3. 60 974 5 45 Dro! oc. 4 1 35 Sf T A 
W. The King caſtles. Dos 
it inftead:of playing this Bigh aſe 
| King's Knight's Pawn ba 4 yours ; Desen ack. game 
will new you bow 0 have, continued your dne . ch | 
a CSE 
(c) You play hig Pits at bas in Nl mats bith 
advance his King's Rook's Pawn, by which Move, his 
King's Knightbecomes a Priſoner, + 35 
(4) 18155 2 7 ed his King's Kivlp his Pawn upon n you? | 
Knight, inſtead of thoving*this Far! ir would hawel pr 
duced a different Game, which will be ſhewn by a third 
Back- game on this Gambit. .. O adit Fr 


(e) If inſtead, of playing this Payn, he had playe 
Queen's Biſhop? 122 you muſt in this Caſe have p wh | 


your King's Pawn, iq order to take his Queen's Pawn by the 
way in cafe he Bat pathed it t wo! '6ofh upon your 2 | 
Biſhop. This muſt be the Subject gt. a fourth Back- 
e. B. You are to obſerve, that in 783 Attack of — 
bits in general, the King's Biſhop 1s the be Piece, an 1 
Lis ing's J Paget (hes den Pad: A bite d 200 Pad 8% ut © 
Af inftead of tnoving is phe be had played hie 
Ween's Bifkiop, either bis Kigg-Sabied Square, rut your 
ing's Knight's fourth s quaye, he had loft the Game in a 
few Moves. This wilFbe Weben by Fack-gamss, in 1 
Lil * his Knight play both ways, s.. 
7; | 5 


o 


Xt 54 ) : 
B. The Queen's Kiight's Pawn two Steps TY 


+ TO, > Ie! 
W. The King's Biſhop at his Queer? 8 3d 1 
B. The Queen' Roe Pawn one . 

IE & NE | 
. The Queen's Rook's Pawn two Steps. 


B. The — Biſhop ar his ee ev, aa 


12. | 
W. The Queen's Knight at his Rook's third 
Square. 


B. The Queen's Right at his Queen! : ſecond 
e ee | 


. The Queen's Biſhop at his Queen $ ſecond 
uare. 


B. The Queen at her King's Biſhop's 3 Square. 


i 
W. The Queen? 8 Rook's Pawn takes the Pawn,” 
. The Queen' 3 Rook's Pawn retakes f it. 


gs oc 
W. The Queen's Knight takes the Pron, 
B. The Pawn retakes the Wan 

| SO. han; 
W. The Hh rakes the Pawn. 
B. The Rook at its ie $ Sue,” 


I. The King's Rook's Pawn rakes the Pawn. 25 
B. The Pawn retakes. 


0 If he had not puſhed this Pawn, up on your 1 1 
wi . by a ſixth and laſt Back- game that you would have 
won the Game eaſily. But now, he breaking your Attack 
on the Kings Side by this Move, you muſt remove it to the 
Queen's Side as follows, and you -will n. win the 
Game likewiſe, 7 þ 


18. W. 


(560 


| 18. 
. The . takes the King” 8 ; Knight's Pawn. 
F arte 11 1 0 


N. The Knight teraket the Queen. 5 | 
3. The King's Knight FR 3d N 5 


W. The Queen's Biſhop „e Parn. 4 
. The King's Biſhop x at his Square. 
T0 7 | 
W. T he Queer Knight's Pawn two 1e 
And it is plain enough muſt win the Game, 
not only by the Strength of the Pawns, but 
by the extream bad Situation of the Black, 
having not one good or ſaving Move. 


F IR ST B ACK - GAME, 
Of the Firſ Gambit, 

ang at the F ourth Move, 

| White. | HE King „Kock 5 TY two 2 | 


Black. The King's 1 Pawn one Step. 


. The King's Knight 4 the black King's fourth 
| — 
- -W 4 B. The 


© 36, ). 
B. The King's Rook 8 Paw two Moy 0 10 


V2 2. NI. Nenn 6.5 #4 221 17 r 


V. The King's: Biſh6 a6" .. Obers Billiog's 


15 Fourth Square. 3 
B. The King" s Rook” ay irs-ſecond Square; 7 
| ART 3 29! roo Rare 27 . A "OA DTT .% 
V. The Queen's Pawnt ]ãẽᷓ Moves. 
B. The Queen's Paw one MGV 20 7 55 
* 4 ein g got TY: 1A 97. 
. The King's Krieg at his Queen's. vcd 
5 180 are. * 2 i bt 24 
B. The > Queen + at her! King's: ſecand Square. 
Ft ' 0 LISHANE 3682 -v0 ind 20 
WW. The Queen's Knight at his Binkop's third 
Schafe. 4.4 2 200% 280 204 AYR 
B. The King's Knight " hs Biſhop's third Square, 


; een. at her Kin ſecan are; 
4. 1 Gps: Pawn de Ace 6 25 2 The 


white Queen. 


vi _ II, 1 63 
us The King's Knight's Pawp takes the Pawn. 
B. The King's Knight s Pawn retakes the Pawn, 
Wa 
W. The Queen takes the Pawn. 
3. The Queen's Biſhop at the white King's 
Knight s fourth. A 5 
13. 
IW. The Queen at her King's third —_— 
B. The Kin 8 $ 1 at his Rooks third * 
. a | 
WW. The King? an Knight 40 is King Biſhop's 
ſourth — 5 
B. The Queen's Biſhop's bonn d one © Move,” : 


W 


> 2 


* 


= 15. N 


15. 
. The Qiieetts Biſhop at his Wiens ſdcond 
Square (a). e 


B. The King $ Biſhop tkes the Knight: 247 4 


N. The. Queen AR Biſhops © 71 0 T * 
B. The Queen' $ = one Move. El njiAodT A 


| $270 fi Thi 
V. The King's Bs . bis Sue dens 1 dico 


Square. 1 >" 


27 The King's ige rakes phe, King's 8 Pang: 


V. The Biſhop p- or the K Knig ht takts the Knight. 
B. The King's Biſhop' J Pawh' two Steps (b). © 


(a) If yod had puſped. your Flag 55 Paw inflead of play. 
ing this Biſhop, the Pawn. would: Have baen elk the fame, 
by his attacking of it with his Queen's Knight, | 

(+). The ſame Pawn: takes afterwards his Knight, and muſt 
infallibly win the Game. hoſe who have made a little Ad- 
vantage by the Leſſons giden in the firſt four Parties, have 
no occaſion for any Inſtructids to finiſh this, and to win it. 
This laſt Pawn, now become Royal, ſuſtained as it is, and 
at the Head of his Camarades, is worth one of the beſt 
Pieces, So it is needleſs to go further with this firlt Backs 


Nag 
<7 * TH - — : 
3 #4 - 4 wo; 4% i 


| Wo DnWoWol3s e c. 8 · 


SECOND BACK-G.AME,, 
From .the fourth Moe Fe, 


* 
4 GY ov pt f - A * * 13 e *\, © * % #*. þ e? , 1 9 bg £ * 
4. + * 4 * „„ „ OE . IE e 4 be of ha A " 
+ 4s 8 


%,2 


© Tz TS 7 
7 z 


4 C 
HE. King's Biſhop at his _— 8 
- Biſhop's fourth Square. 


Black The King 8 Knight s Pawn one Move. 


M kite. 


29 


W. The King's . at he Hack. King's 
+ fourth Square. 
. The Queen gives check. | 


3. The King at his Biſhop' + 55 
B. The King's Knight at bi Rook's 34 Square 


7. 
V. The Queen' s Pawn two tt 
B. The Queen s Pawn one Step. 


"34 
IW. 3 's Knight at his Queer $ third 
vare. 
B. The King's s Pawn 5 Nove. 


W. The King's Knight's Pawn one Step. 
B. The Queen gives _— 


W. The King at his Biſho i ſecond 
B. The Queen he Bias Squ 
T6 Ss 4124 | 
W. The King ar his third Square. 
B. The King's KO! * his Place (a). 


W. The King's Knight at his King's Biſhop's 
fourth Square. 
B. The King's iſhop at his Rook's 3d Square, 


IW. The King' 5 Biſhop at his Home attacking 
the black 

B. The Queen takes the Rook, not knowing t to 
do better. 


a) He this Knight to make room for his King' 
V4 in _ attack ih King with it, being his i bel 
Move in the preſent Situation. | | 


11 


„ King's Abe check, a are 
| * Reps Borie hd, 


| 5) I have no need far in this , fince it 
Loreen ane fine — 


. 4 | — * | 1 £ Lok 5 ſl — * 
THIRD BACK - GAME, 
e from the fifth. Move. 


4 


White. IHE Wage Rook's Pawn two Steps. 
Black. The n s Pawn one Step. 
V. The King's Knight at the black King's 
Knight's fourth Square, 
B. The King's Knight at his Rook's third 
Square. 


: | 83 
. The Queen's Pawn two Steps, 5 
B. The King's Biſhop's Pawn one Step. 

8. 


V. The Queen? s Biſhop takes the Pawn. 
B. The Queen' $ Pawn 2 Move. 


7. The Queen $ Biſhop" s Pawn one Move: 
B. The Pawn takes the Knight ( a). 


(a) If he had taken your Knight pies he had ae | 
room for his Queen, by puſhing her Pawn, you muſt 
Have then abe his with ”=_ Biſhop, | | | 


10: W. 


a), 


Ps de e 


e The Kit 8 s. cn 
nr 1 We 


deen a at 2 0 ing SEE 0 


. quare. © 
HR - N B. 7 bo Queen at e en rr 
ER 9 caſtles 1 his Rook, © 
4 Game f 95 moi gaianiged 


5 J If. N Playerh his Que deen to wont the diſcoverin 
your R pon her, - ok s his Knight, e a G 
— 5 Ke playetl his. Knight He bis Abe 


[ Ke je degree ie gr | 
. 88 


STRIOOS 0153014: 213 0:gr 


FOURTH RAGK.GAM, 


v1 31 
Of 0 F iſt Gambit, 7 pe 


az at ths fuk Woo: 


9 


| Ab I Ai h T 
White. *. E Queen' 3 ("SR two. Mages. © x 
Black. The. Queen's pats one 

ITO 2 Move (a. "+ þ 255780 S114. 
| 181 rats E 2 dry NM oil 8 
I. The King? $ ; Pawn _ Move. | 


Sb f 97 $10 id 91 17 

J ag He playeth 155 19 18 a, Defigo to atthck 
afterwards \ your King's Biſhop with his Queen's. Pawn, 
Phong you do prevent by puſhing your King's Pawn. 


. - The 


f bis : 
: % «> ; & 556 
pl : ; 
. 


— Feber anni: a 5 
B. The erde Night Ong oT 4 


. The wr eee 


Seeed atob 


B. The Queen's Biſhoꝑ at his R 


75 bus nws1 d aria 2 We: 20 N 
TheuaewaKnight ad Rios 
1 zun nighttsithird. Ware, or | 


pes wy Game. 
| gin aal e got hee, elle 5 a 5:4 on n ny 


TERS eee 8 


third Square. 


215% — 


— — to the Adverſry of of i 7111 it : ee. one 
be 
ne dt: ro tp . ae 37 
AMAD 


oem 
aide) Rur 2d; 10 


F IF THz BACK A M E. 


'F rom the ſeyenth Move. 


>.> ga EE II. Sa N 
Leid 28 2717 ia. as 2225 a | 


White. HE Queen's Biſhap's TO gne Me. 5 
. The Queen's Bit op at the white King's 


* 1 Knight's ane N ir 6. 


Square (50, A0 ori 8 RR el 
* | 


Z uare.. RE. 


42 


* 


9, 
WW. enter Rook's Pan tales the Pawn: | 
B. The Rook's Pawii retakes the Pawn. 9 
„ 
. The Kirig's Rook takes the Biſhop: 
B. The Rook takes the Rook, 
ln e e l u DIS 21 
W. The King* $ Biſhop: takes ts Pawn, and | giv- 
ing check to the King and Rook ogg a 
Piece, and by conſequence che G me. 
(a) If he had fuidined his King + Bil 2 Pawn with 


ueen, you had then taken his ight's 281 
— his Rook. / . 


f 


- WF ok 7 EY bo b 5 AL 2 — I. 
EIN 3 44 6 WT >; l 
Oh . Firſt Gumbit, 


Br rom the ninth More. 


| H E King e 
The 8 Knight a at his Queen $ 
ſecond Square. | 
10. 


w. The King's Rook's Pawn takes We Prom, ©. 
B. The 


663 
B. The Pawn petakes i R. 


. 5 £ 
75. The King's Knight takes PX pam 
B. The Q takes the Knight. 
| . SS 
2 The King's Bifhop dees be Pawn; and 
gives check. 


B. The King at ur Square. | 


= The Queen's Biſhop « takes the Pawns . 
The Queen at the white King's Rook's fourth 


Sus; ee 
— rakes the Pawn, and 


gives check. 
B. The King's . covers the Check. 


V. The King's Biſhop black King's Knight's 
third Square, and grves check n | 


J. e e 


7 a N 
£ 
g 7 | 9 7 64 7 


1 
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min 501 edel n » 


SECOND "GAMBL T,- 


5949-2 1 


vicupꝰ arp ar 1 Bf > | 31 1 4 


un el 8 


«THe ig N 
Two from the fourth one from * ninth, 


Das .anglone:irods1tite eaevemirMove.7 A 


A391 22 oy 
1010 252 277 FC. gin A 4T - 


75 ings Porn er TN 
14 2 CE TIER mh 


| { 4 5 rA 
7. The Ling 8 Hes n 8 Steps, i 


B. The Pawr rakes the Pawn: 


3. | 
I. The King's Biſhop at his Queen' 8 Biſhop's 
fourth Square. 


(a) The Black ER: beüdes this, two other different 
ways of playing, I ſhall therefore make two Back-games 


upon this fourth Move. The firſt will be upon his playing 


his King's Biſhop at his Queen's Biſhop's fourth Square; 
And the other on his puſhing his Queen's Pawn one Move, 


& 5. M. 


(6) 


V. The King's Knight at his Biſhop's third 


Square. 


| B. The Queen at her King's Rook's fourth 


Square (4). 
VV. The Queen's Pawn two Steps, 
B. The Queen's Pawn one Step. _ 
W. The Queen's Biſhop's Pawn one Step (c). 
B. The Queen's Biſhop at the white King's 
Knight's fourth Square. 
7 * 


W. The King at his Biſhop's ſeeond Squsge. 


B. The King's Knight at his King's Biſhop's 


third Square (4). 
I. The Queen at her King's ſecond Square. | 
'ZÞ by He may play his Queen in three different Places, but 


all very bad, except this: Becauſe, if he retires her at the 
| Rook's third Square, you are only to attack his King's Bi- 


ſhop's Pawn with your Knight, by playing it at your Ad- 


verſary's. King's fourth Square, and-you will gain a Rook 
by it: But if bs playeth his Queen at your King's Knight's 
f 22 Square, you are to give him check, by taking his 

ing's Biſhop's Pawn with your Biſhop; and in caſe he 


takes your Biſhop, you'll check his King and Queen with 


ol 


your Knight, and conſequently win the Game. 


(e It is of conſequence in the Gambits to play this Pawn. 


in order to make room for your Queen, which will greatly 


perplex his Game, by putting her at her Knight's third Square, 


N if He ſhould happen to come out with his Queen's 
_ Biſhop withoat attacking one of your Pieces. Vide the fifth 
and fixth Back-games of the firft Gambit. | 
14% If he had taken your King's Knight, inſtead of play- 
ing this, the Party would have altered. A third Back- 
game will ſhew the Difference, and how to proceed. 


"3x B. The 


( & ) 


B. The Queen's Knight at his Queen's ſecond 
TY 6 Be Square. JVC int £ onen a 5 * 4 
10. ö 


m.. The King's Rook's Pawn two Steps. 
Z. Fhe Biſhop takes the Knight. 
. 
V. The Queen takes the Biſhop. — 
B. The Queen takes the Queen (e). 
„ | „ 
WM. The King takes the Queen (). 
B. The King's Knight's Pawn gives check. 
B. The King takes the black King's Pawn: 
FW. The King's Biſhop gives check at the Rook's 
ved Square. = i= £970 93k 


. The King at the black King's Biſfiop's fourth 


„ Saguare. e l 
B. The King's Biſhop takes the white Queen's 
N V 


W. The Rook takes the black Biſhop.. 
B. The King's Rook's Pawn two Moves. 


(e) If he had check'd your King with his Knight, inſtead 
of taking your Queen, he muſt have loſt the Game, which. 
will be ſhewn by a fourth Back-game. - ae, "OT 
l have given it as a general Rule, to unite your King's 
and King's Biſhop's Pawn together: but as there is no Rule 
without ſome Exception, you will find one here, grounded 
upon two good Reaſons. The firſt, if you retake with 
your King, you pon a Pawn ſure, your. Adverfary being 
no more able to hinder it. And ſecondly, You ire to re- 
member, that the King has but little to fear when Queens 
are out of the way. Therefore you muſt get your King into 
Action, in order that he may be as uſeful to you as any of. 
your belt Pieces, This will bs ſeen by the Sequel of this Party. 


16. I. 


© 53 


16. 
i The Knight at his Queen's/ſecond Squares a 
B. The King at his ſecond Square, TY adv 


17. 
I. The King's Rook at ĩts King' 8 Bithop O Square. 
B. The Queen's Biſhop's Pawn one Move. x 
18.005 5 
W. The Queen 8 Rook at its King's Squarg: 
B. The Queen' s Knight's Pawn two _ 


WT 7: 
1 The Biſhop at his Queen's Knights third 
Square: > 4 
B. The Queen's Rook's Pawn two Steps. | 
20, 


17 The King's Pawn one Step. 
B. The Pawn takes the Paw, 
rr 
V. The Queen s Pawn retakes the Pawn. 
B. The King's 1 at his Queen's un 
Square. | 


1. The Knight at his King's fourth Square (g). 
BH. The . 8 . at bis third Square. 


I. The Knight at . black King” s Biſhop's 
„ hind Square. 
B. The Queen's Rook at its Queen? 's Square (D. 
g. If you had taken his Knight with your Biſhop, it 
would have been ill playedy becauſe he would have retaken 
it with his Pawn, and this Pawn would have ſtopped the 
Progreſs of your Knight. It was therefore neceſſary to ad- 
vance your Knight firſt, in order to have no uſeleſs Pieces 
in your Game, | 
| (+) If he had taken your Knight, you muſt heve deten 
it with your Pawn, and afterwards played your +; oak 
| Rook at your King” een Square, and ace his gy 


| N s Pawn, | 
| F. 2 24. . 8 


% )- 


8 
un The King's Pawn one Move. 
B. The Queen's Rook at its ee 8 third 


Square (i). 


1. The Pawn takes the Pawn, indy gives check 
with the Rook. 
B. The e King takes the Dann | 
13-53% "4, Ds : 
WM T be Siog: at the black King $ Knight's 8 
fourth Square. 
B. The King at his Knight's ſoeond Square, to 
avoid a D by Diſcovery. 
* 
W. The Knight takes the King” J Rock- 1 
and gives check. 
B. The ME, at his Roak's ſecond Square 
u. The King” Rook gives heck 
B. The King at his Knight's 9 


29. 
Me The King's Rook at the black Queen" g 
Knights ſecond Square. Fi 
B. The Queen's Rook at its Queen 8 Square (50. 
ie 
2 The Rook takes the black Queen 8 Knight, 
- $7 2:8and wins the Game 1 in courſe. 5 


(i) If he had lad your Pawn inſtead af” playing his 
Rook, he had loſt the Game in few Moves, for having loſt 
20 Queen” s Biſhop's Pawn. _ 

AIfhe playeth his King Inlead of his Rook, you give 
check at his Queen” 8 Knight” 8 Square, and take the King's 
Rook; which is enough to win the Party. You are to ob- 
ſerve here, that the Gain of your Party conſiſts in having had 
your King fit for Action, and to ſerve you all the latter Part 
of the Game better than any other Piece upon the Board. 


e IIS DT FIRST 


( & 5 
. E or ITO 


FIRST BACK AE, 


& 4 . 


* %S 


ee at | the fourth Wars - I 


9 


Black The King's Biſhop" at his Veet 


4 2 Biſhop 8 fourth Square, 3 


— 


=P HE King 5 his « Bilkop! 3 SEW 


| Rn * 


| 1. The Queen? s Pawn * Steps 
B. The King's Biſhop at. his hens 8 Knight $ 
third Square. 
" 


W. The King's Knightathis Biſhop's third Scart 
B. The Queen at the white King's * 
fourth Square. 


*. 


W. The King's Biſhop wakes up black King's 
Biſhop's Pawn, and gives check. 
B. The King at his Biſhop's Square. If he re- 
e he Wirs his ares 

8 ' 
WW. The King's Rook's Pawn one Move. 
B. The Queen at the 8 King 8 Knight 5 34 


Square. 1 
* 
u. The Queen's Knight at his Bihop's third 


Square. 


B. The King takes the- Biſhop 0. 


: (a) If che Black does not aake the Biſhop, it will come 
to the ſame, his Queen having no way left to ſave herſelf. 
T3 10. V. 


* 


1 


ip. the Queen's Knight at his King's ſecond 
Square. | | 
B. The Queen at her King's Knight's 3d Square, 
: Raving no other Place, 
W. The King's Knight | gives check to King nd 
_ and wins the Game in courſe. 


<4 


En BACK- -GAME, 


 "Hogtaniog lei at the Fourth More. | 


\HE King 4 his Biſhop's Place. 


White.) 
The 8 $ Fenn one Move. 


Black. of 


I. The King's Knight at "bi Biſhop's third 
1̊ Square. 81 
B. T he Queen's Biſhop at the white King's 
Knight's fourth eee Na t 


1 The Queen 8 A. two Steps. 


„ he Kiog's Koight Pan two Steps. 
Jo 
2 The Queen's Knight at his Biſhop's third. 


.__ Square, 
B. The Queen at her King's Rock fourth 
Square (, 


(a) If he takes your King's Knight, Inflead ot retiring his 
Queen, you are to retake him with your Queen, and puſh- 


ing afterwards your King's Knight's Pawn one Step, the Si- 


tuation cf your Game will become very good. 


8 


9. „ 
The King's Rooks Pawn two Steps. * 
. The Ning 8 Rook's Pawn one Step (4). 
1 3G Dao! 7 51 2 
W. The Kia? at his Biſhop? s ſecond Se 
B. The Queen's Biſhop takes: the white Wr 
Knight (c). De 


V. The Pawn retahontihe. Biſhop. 
5. The Queen at her gs Knight's thitd 

| Square. N - 
WW. The Rook's Pawn labs: the Pawn. 
B. The yen retakes the Pawn. 

tones WRC 3 

W. The Knight at his King's ebd. 8 
B. The Queen's e at his Cn econ 


Square. 


Fhodz 2». 
W. The Knight akes the Five, 
B. The. Queen at her Home. 
14. 
u. The Queen? O Biſhop' $ Pawn one Step. 
B. The Queen's e at his third W 


655 If he bad play'd his King” 8 Biſhop! s Pawn inſtead of 
that of his Rook; you muſt have taken his Knight with your 
King's Biſhop; and afterwards playing your Queen's Knight 
at your Adverſary's Queen's fourth Square, you would have 

had again a very advantageone Situation, 
Ce It he had retired his neen, or my id any other Piece, 
you muſt have always taken his King's Knight s Pawn with 
your Rook's Pawn; being neceſſary to obſerve in the Attack 
of the Gambits, that if once you are able to break the Ad- 
verſary's Pawns on the Side * his King, the Advantage be- 
comes conſiderable for you, 2 


8 15. V. 


45 


W. The Kings Biſhop at bis Queen's third 

OY. uare. 

B. The Queen at her ſecond Square. 5 
e | 

WW. The Queen” s Biſhop at his King's 34 Square 

B. The King allies, 


W. The Queen 8 Rocks! e two Serj. 1 5 
B. The King at his 2 8 Knight's Square. 


W. The Queen 8. Rook's Pann. one Move. 
B. The Queen“ S Og at his Bilkop's Square. | 


Rs 19. 
W. The Queer” s Knight's Pawn two Steps. 
B. The Queen 8 Biſhop s Pawn one ener 
2:0 Je 3 B96 1 
I. The Queen? $ Knight » Pn one Move. 
B. The Pawn takes the Pawn. 7 
[D822 #55143 * 
. The Queen's 8 Rooks: __ one „ted 6 to 


hinder him from , his * 
Biſhop's Pawn. - 


B. Ihe Quiedn' 8. Knighes Pawn 680 Move. | | 
- 22, 
17 The Queen at her Knight's third Square. 
B. The King's Knight at his Biſhop' 8 30 0: | 
23; ; 
I. The King's Biſhop takes che Fach 
B. The Queen at her Biſhop's ſecond Square. 


24. 
W. The Queen 8 Paw one Step, 


B. 8 *King's Biſhop at his Knight's ſecond 
„ Square. e | 
25. V. 


G& 75 | N 


| 25. 
W. The King's: Biſhop at the black Queen's 
g Biſhop 's third Square. 1283-2087 


B. The King's Knight at Lr. Be ſecond 
Square. 4.5 * 
42 | #1 © Q 


V. The Knight at his Queen? $ third © Ga E 
B. The King 8 e at his Kung 8 4th Square. | 


27, : ; 
W. The Knight takes the iber 
B. The: hp ae; retakes the Wight.” 
; 498 BW el 3 
m. The King's Biſhop's Pawn one Move. 
Arn —_— IE his e NE 8 ſecond 
_ Squad 


6 3% 


- 


V. The Queen 5 Biſbop at i Queen s fourth 
eee | 
: B. The W takes 5 Biſhop, 


W. The Pawn takes the > Biſhop. 
B. The Queen: at her King's ſecond Square, — * 
N ＋ 2 '21. El 14 3h 

Fs . The King at his Biſhop's third Square. 
B. The Queen's Rook at its es; 8 Knight's 3 


Square. 21100 
b. 


2 3 © 
TW. The Queen's Rook at its Bitbop' Sia. 3 
. The Queen's Rook at its "0? TO 

__ _ third Ae. Mia 


p $ 4 8 mY * © 4L- 


; 1 
W. The Biſhop at. be bud Queen $ Knight's 
ſecond Square. bs 
B. The Bog $ Rook at its Knight $ Square. 6 FH 
| e ** 


20,44 
* 


1 T 


( „ 


. The Rbok; a the Knight gait <1" 
B. The Rook fakes the Rooks. [1 #0: Ot FRE | 
15 The Bimop * the Rook. 
B. The King __ the SO ; 
1 28 e 
N. The Rook. gives check. ; A 
B. The King at his _ 8 Knight 8 Square. 
7 The Queen at * Bibop⸗ 8. fourth Square, 
B. The Deer at her ſecond Square. | 
. min wn en 
W. The King's Biſhop" 3 Pawn one Step, t o bir, = 
der the Queen? Check. 5187 N 
B. The Rook 8 its King's eee S Square. 
id 2:30 "VB 
WW. The 8 at the black Queen $, Biltop's 
third Square. 4 
B. The Queen takes the Queen 0 a). | 
qo! 40. 263 HWI 277 Tf wn 
E The Pawn takes the Queen. - be 5:12 6 
B. The King at his Queen $ Biſhop' 3 2d IE 
01. Tide , id nn an A ;-- 
I. The: Queen? s Pawn. one Move. A 
B. The King's Rook's 8 one lere. 


N. The Rook at its King” s Raves Ges: 
5. The ſame. A 231-3 Y, 9-9 


43 : 
W. The Rook at its King's Knight 8 Square | 
V. The Rook at its ſecond Square. 
(4) If his Queen retires inftcad E 3 taking yours, you 


give him Check: mate or take his Queen by puſhing only 
your Sug 's s Pawn, | 
44. V. 


( 59) 


72 The Rock attheblack King's Knight's Square; 
B. The Queen” 8 1 Pawn one Move (e). 


3 Ar at the» black Queen's Rogk's 
| - Square. 
BH. The, King; at EP: Run? Fnight'y third 


e . 
q 5 is bs - 


= The Rock gives n 
B. The hk at his Queen” 8 A ſecond | 


W. The RSC Sites che 2% ai 41] 

Z. The King at his Queen's 3 f 
48, — 
W. The King's Pawn one Move. — „ 
B. The Pawn takes the Pawn. ' | 


49. 
V. The Queens Pawn one Move. f 3. + 
B. The King at his Queen's Biſhop's Square e ta 
aa uvoicd the ROY: giving Check. Mate. ; 


nar 
17 The Oder Plwn Ay cke AKT 8 
B. The gens bis Queen's Sapaſe⸗ 3 


5 32 ö 
. The Rook gives check, and rr us 


Pawn makes a Queen, and wins the Game. 


*% Nes 113 % 450} Fs a 
1 


mm e ) If inflead 61 Püpeg this „ Pani he had A paſted his 
Kin s Rook's Pawn in Erde to make à Queen, you'll ſee 
| by Gieclares that he is one Move ſhort. 

It will be obſerved in this ſecond Back- game, which being 


yery long and very difficult for the White to "Attain his _ 
8 a | iat 


EEC ²˙'m̃ ⅛ ⁰ů . ) —? re SIE 
P 


| eee eee * 


V. The Pawn rei the Queen. 


(„ 


"THIRD BACK GAME, 


Beginhing at the eighth Move of the 
Secand. a : 
White, iP 1 E King at his ber 8 3 


Square. 
Black. The King 8 Knight at bis ie Mines 80 ink 
| Square, , PE 2 IIS I's DOA ON 1 > 


9- | 
V. The Queen at her King's coed Square AY. 


B. The Biſhop takes, thy ee 75 
V. The Queen takes. 1 5 Biſhop, . ” 


E. The Queen-rerakes. the Queen e. 1 
T 16 71 24 8 — 


110 


B. The King's Biſhop at his Knight's 2d Square, 
1 44 Bhs) 21 

V. The King's Rook's Pawn two Steps. 

B: The King's Rook's Pawn one Step» 


that it would have how impoſiible' to ſucceed without the 
Help of the King; becauſe if the white King had caſtled on 
his Queen's Side, the King being ſo diſtant would have pro- 
ved an Obſtacle, inftead of a Help, It is to be obſerved, 
when the King doth not - caſtle, that his Biſhop's ſecond 
Square is commonly the beſt Place. ; 
Ca) If he had not taken your Queen, you muſt have puſh- 


ed immediately your King's Rook's Pawn two Steps to 


ſeparate his Pawns, 


15 2 | 


(7 ) 


13. 5 
. The King's Rook at his Knight's Square. - 
B. The King's — N his Rook's 2d Square | 


1 Qpees 8 Biſhop rakes thy Gambir 8 P 
B. The King's Biſhop Ar 5 258 10 $ Pawn, 
| giving c check. 1 

| 0 2 17 1875 ES 
W. The Pawn takes the Biſhop. 
B. The King's FRE s Pawn takes the Biſhop. 
| 16. 


I. The King” $ Rook. at the black King $ Knight 8 
ſecond Square. 
B. The Queen's Knight at his Biſhop's 8 third 


Squate: 


17. 
W. The * Knight at his Biſhop's. child 
i | 
B. The Queen's Knight takes the Paw. 
1. 
V. The Biſhop takes the Pawn, and gives check | 
B. The King at his Biſhop's Square. 14 


VN. The Queen's Rook at i its King's Knight's 
Square. 

B. The Queen's Toe at bis en $ nn 
Square. | 


7 The Biſhop at his Queen's Knight's third 
Square. 
B. The Queen's Rook at its Qgeen's Square (BJ. 


N If he had play'd any. thing elſe, you maſt have 
| taken his King's Knight with your Rook, and afterwards 
have given him check with your Queen's Rock to take his 


Rook. N 
| 21. 


£98) 


| . The King's Rae. 40 check at a black 
King's Biſhop's ſecond Square. 

B. The King at 5 Home. | 

328 8 

W. The Queen's: Rook) at the black King' 8 

EKnight's ſecond Square. 

B. The King's e 1 his Biſhop 8 Square. 


W. The Knight at the black Queen's s Fourth Square, 
and muſt very viſi bly win the Party. 


ess we ẽs 
FOURTH BACK- GAME, 


Beginning at the cleventh Move. 


| 11. 
White. FF\HE Queen takes the Biſhop. 
Black. 1 The King's Knight gives check at 
2 the white King's Knight s fourth 
| Square, 
12. 


W. The King at his Knight's Square. 
B. The * s Knight's * takes the Pawn ( 9 


. The Queen's Biſhop tes the Pawn. 
B. T he King's Knight at his Biſhop s 3d Squire. 


(a) If inſtead of taking the Pawn he had play'd any 
thing elſe, you muſt have taken his King 5 n s Pawn 
with your Rook's Pawn. | | 


HS 


692 


. The Knight at his Queeti's Rook's. 30 ANT 
B. The en takes the N 1 | 


15. 
1. The Pawn takes the Queen. 256 
B. The King's Knight at = Lemay fourth 
| 1 N Io 
- SO 76.0 93S) 1t =" Þ 
JV. The Kine” O Rook takes the 8 


BH. The W the Biſnop. 


IV. The Rook takes he Knight. 
B. The King's Biſbop' 8 Pawn one 1155 
48. 


W. The King at his Biſhop” s ſecond Square. 
B. The King caſtles. 


19. 
W. The Bifhop at the black King's third Square. 
B. The * at his King's ſecond Square. 
20. 
W. The Queen' s Rook at its King” s Rook's 
Square. 


1 King at his Wen > Knight's ONT 


V. The Biſhop takes 5 Knight. 
B. The Rook takes the Bifhop. 
f 22. 
W. The Queen's Rook at the black King's 
| Rook's third Square. 
B. The Queen's Knight's Pawn one Move. 


23. 
W. The King's Rook at the black King“ $ Biſhop's 
fourth Square. 


B. The Biſhop at his Mn 's Square. 
24.1. 


1 . 


1 


. The King's Rook — hs lack King's Rook's 

fourth Square. b 
B. The King at his es" J Knight's cone 
Ne n 1 5 


Iv. The King 8 Biſhdp's 8 |" one. Move. 
B. The Queen s Biſhop's Pawn one Move. 
I. The King' 8 Biſhop! 8 Pawn, one Move (4 TY 


(4) In this preſent Situation your Adverſary being un- 
lc to attack. any of your Pieces, your Buſineſs is to bring 
your Knight to the black King's Knight's third Square in or- 
der to take his Rook's Tos watch wall wy you the Game, | 


THIRD 


( 81 7 
8 KM Sb 


THIRD GAM BIT, 
Is 
THREE BACK- GAMES. 


One beginning from the ſecond, one from 
the third, and the laſt from the eleyenth 
Move. 


1 


: White. FF\ HE King's Pawn two Steps. 
Black. - ©: The fannie... | 
| wo 


W. The King's Biſhop's Pawn two Steps. 
B. The Queen's Pawn two Steps (a). 


W. The King's Pawn takes the Pawn. 
B. The Queen takes the Pawn (3). 


(a) If he had played this Pawn one inſtead of two © 
Steps, it would 'have formed quite another Game, there- 
fore ãt requires a Back. Game to ſhew it. 3 

If he had taken your King's Biſhop's Pawn inſtead of 
taking your King's Pawn with his Queen, a ſecond Back- 
Game will ſhew the Conſequence, | 


G Yo 


0 , 
| ; 
| | 

| 

| 


w 


£7 82 15 


x 1 
V. The Biſhop” $ Pawn takes the Pawn. 
. r retakes . Faun, and * 

check 


5 
1. The Biſhop covers the check ( FY „„ 
B. The King's Biſhop wy his Queen s 3d Square. 


W. The King” s Knight at his Biſhop's 3d Square. 
. "The * at her King's ſecond Square. 


7. 
W. The Queen s Pawn two Steps. : 
B. The Queen' s Biſhop at his TRE s 3d Square. 


W. The King caſtles. | 
B. The Queen's Knight at his Queen's [ond | 
Square. - 


| 9. | 
W. The Queen's Biſhop' s Pawn two o Steps. 
B. The Queen's Biſhop's Pawn one Step. 


IM"; | 
. The Queen's KANE: at his Biſhop! I third 
Square. 
B. The King's Knight at his Biſhop's third 
Square. | 
11. 


W. The King 8 r at his Queen? S 4d Square 


e) In this Sieustlon the Game appears entirely equal on 
both Sides. However, itis to be obſerved, that you have 
the Adyanitage, tho' but a ſmall one; you have rl your 
left Wing four Pawns, and that of your Queen at the head 
„of them, whilſt your Adverſary's Pawns are divided three 
on each Side, and-feparated from the Center. Therefore 
Jou are better able to hinder his Pieces from placing _ 
elves 1 in the middle of the a Board, 


© The: 
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B. The King caſtles with his Rook 6%. 
12. | 

I. The Queen's Biſhop at the black King's BY 

__ Knight's fourth Square (e). 

B. The King $ Rook's Pawn one Move. 


13. | 
M. The Queen's Biſhop at his King's Rook's 
fourth Square, | 

B. The Queen at her Home, 
* 
IV. The Queen's Knight at his King's fourth 
" Square (f). 
B. The King s Biſhop at his king s ſecond Square. 


15. A 
M. The Queen at her King's ſecond Square. 
B. The Queen at her Biſhop s 2d N (20. 


(4) It was equal to him to caſtle on his King' $ or Queen? g 
Side. I have already given a general Rule, for attackiug his 
King with your Pawns ; nevertheleſs, for better Inſtruc- . - 
tion, I ſhall make uſe of a third Back-Game, beginning from 


this eleventh Move. 


ſe If he had not caſtled that way, this would have been 
very ill played; becauſe you had loſt a Move by his puſhing 
only his Rook's Pawn upon your Biſhop, or you had been 
forced then to change it for his Knight, which would no 
ways have done you any good, becauſe his other Knight 
would have retaken the ſame Place. But you play it now 
on purpoſe to excite him to puſh his Pawns that cover his 
Rang, that you may eafier form your Attack upon It. 
bo If he had not removed his Queen, in Ader to 
& room for his Biſbop, your Knight would have been 
very troubleſome to him. 
(g) If inſtead of playing his Queen, he had taken your 
| Kai ht, you muſt have then retaken with your Queen. This 
ould have pat him upon his Shifts to ſave the . with 


which SORE: threatened. | 


7 


6 
16. 


V. The Queen's Knight takes the Knight. 
B. The Knight takes the Knight. 


* 4 


17. 
W. The Biſhop takes the Knight. 
B. The — takes the Biſnop. 
18. 


N. The Queen at her King's fourth 2 
B. The King s Knight's Pawn one Move. 


| 19. | 
u. The Knight at the black King's 4th Square. 
B. The Biſhop takes the Knight (9. 
20. 
IW. The Pawn takes the Biſhop. 
B. The Queen's Rook at its Queen's Square (1). 
fon RET 
W. The King” s Rook at the black King 8 
Biſhop's third Square. 
B. The Queen at her ſecond Square ( k). 
22, 
I. The Rook takes the black King” $ Knight's 
Pawn, and gives check. 


B. The Pawn rakes 1 the Rook. 
23. 
. The * takes the Pawn and gives check. 


It, inflead of taking, he had retired TH Biſhop, you, 
muſt have then taken his King's Knight's Pawn with your 
Knight, and that would have given you the Game. 

i) If he had attack'd your Queen with his Biſhop, in- 
ſtead of playing this Rogk, you muſt have taken his Biſhop. 
with your King's Rook, This would have made an Open- 
ing upon his King, which would have proved very trouble. 
ſome to him. N 

Af he had not play'd the Queen at that Place, you. 
mult have taken his Bithop with your . and you: would 

ro fallibly have won oe Game, | 


B. The 


( 8; 3. 
B. The King at his Rook's Square ( N. 
a _ 
I. The Queen takes the Rook's Penny and 
gives a e Check, 


4 00000000000000000200000 
FIRST BACK - GAME, 


Beginning at the fond Move. 


. 
White. IHE King's Biſhop's Pawn two Steps« 
Black. The Queen's Pawn one Move. 


3. | 

W. The King s Knight at his Biſhop's gd Square. 

B. The Queer? 8 Biſhop at the white King "i 
Knight's fourth Square. 


5 

W. The King's Biſhop at his Queen's Biſhop's 
fourth Square. 

B. The Queen's Knight at his n third 


Square (a). 
G 3 el, 


(1) If, inſtead of retiring his King, he had cover'd it with 
his Queen, you muſt have taken his 15 ſnop giving him check, 
and you would have remain'd with a Biſhop and two Pawns 
againſt his Rook, beſides a good Attack, which was enough 
to win the, Game. But as the Party ſtands at preſent, it is not 
. worth while to finiſh it, becauſe the Length of it (without 
Inſtruction) would become tireſome; beſides, if it be con- 
ducted with my uſual Regularity, it would make no Altera- 
tion, Therefore I make anend of it with'a perpetual Check, 
(a) In the Defence, one is often forced to play againſt the 
general Rules, in order to break the Adverſary's Projects, but 
he that attacks is ſeldom in this Caſe. Therefore, the black 


pleyeth at t preſent this Enight at his Biſhop” 8 third """ 7 
"or 


( 86 * 


5. . 
V. The Queen's Biſhop” 8 Pawn one - Step 
B. The Biſhop takes the Knight ( 59. 
6. 


u. The Queen ke the Biſhop. E 
B. The King's Knight at his Biſhop! $ 3d Square. 


7. | 
ID. The Queen's Pawn one Move. 5 
B. The Queen's Knight at his ole Lak 
1 Square. 1 | | 
* 
I. The King' $ Biſhop gives check at 2 black 
Queen's Knight's > fourth Square. 
| B. 'The Queen” s Biſhop's Pawn one Move. 


15 
IW. The King's Biſhop at his Queen's Rook's 
| fourth Square. 

B. The Queen's Knight's Pawn two- Steps. 

| 1 5 
V. The King's Biſhop at his Queen's Biſhop's ' 
ſecond Square „ B. The 


for two Reaſons; the firſt, to defend his King's Pawn, and 
the other to attack your King's Biſhop's Pawn, which proves 
very incommodious to him upon that Line. If he had play- 
ed any thing elſe, you muſt have taken bis King's Pawn 

with your King's Biſhop's Pawn, and then, giving him check 
with your King's Biſhop, your Queen by this means would 
have taken his Queen's Biſhop ; but if he had taken your 
King's Biſhop's Pawn inſtead of playing his. Knight, you 
muſt have played your Queen's Pawn two Steps, and that 
would have made you a compleat Gambit, to follow as my 
former Inſtructions direct. I 
- (6) If inſtead of taking your Kni bt, he had: play'd any 

thing elſe without — ſome of your Pieces, you muſt 


then have play'd your Queen at her Knight's third Square, 
Fide the ſixth Back- Game of the firſt G3mbit, Move the 
eighth. 


( 6% Without a cue Knonledgeo of the Game, one will na- 
ES. — 


c 87 * 
B. The King's Biſhop at his King's ſecond Square 


11. 

W. The Queen s Pawn one . 
3. The King 8 Pawn takes the Queen's Pawn. | 
1. | 
W. The Queen s Biſhop's Pawn retakes the Pawn. 


B. The King caſtles. 
13. 
5 The Queen” s Biſhop at his King's 3d Square. 
. The Queen's Knight at the white _ Queen's 
beg. 8 fourth 92 = 


IW. The Queen $ age at his Queer? s ſecond 
 _ Square (d). 

B. The Queen” s Knight rakes the white Queen? $ 

GATES; Knight 8 Fawn. 


turally conclude that theſe three laſt Moves were entirely 
loſt Moves; and really they do not only appear ſuch, but 
likewiſe quite contrary to the many Rules already preſeribed: 
Nevertheleſs, when you obſerve, .. that he, in order to chace 
your King's Biſhop, loſt as many Moves, and brought his 
Game in ſuch Situation that he cannot caſtle his Queen's 
Side; unleſs he has a mind to loſe the Game in a few Moves; 
and taking his King's Side for that Purpoſe, your King's Bi- 
hop is extremely well ſituated to attack your Adverſary's . 
King, you will eaſily confeſs theſe three Moves to have 
been well calculated; the more ſo, becauſe your being now 
_ Maſter of the middle Part of the Chefs-Board, you m 
lace your Pawns as you pleaſe. If the Center is * 


Wy fullain d, the Battle is half Won. 


(4) Playin this Knight, you leave one of y your Pawns ex- 
poſed to his Lnight, without an apparent Neceſſity for it. 
But you muſt obſerve, that the Knight's or Rock's Pawns, 
When ſeparated from the Center, are of but little Conſe- 
| Ar therefore you find here your Account better in pur- 
ſuipg * Attack without minding _ Pawns. : 


. 5 | 15. W. 


Fl 


— * 8 * 
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16. 


. The King's Knight 8 Pawn t two — 8 
5. Fhe Queen's Knight at the white Queen's 


Biſhop's fourth Square: 5 
| 16. 


V. The Knight takes the Knight. 


B. The Pawn retakes the SAG; 
= 9 
W. The King” s Knight's Pawn one Move. 
B. The Knight at his Queen's ſecond pare, 
41-0, 
W. The King's Rook's Pawn two Steps. 
B. The 1 gives check. 


19. 
M. The King at his Queen's Square. 


B. The Queen at the white Queen's Rook's third 


Square. 
20. 
W. The Queen's Rook at its Biſhop' s Square. 
B. The Queen takes the Rook's Pawn. © 
21. | | 
I. The Queen at the black King” $ Rook's 4th 


Square (f). 


(e) This Pawn is play'd to diſlodę ge afterwards his King's 
4 N you might have done the ſame, puſhing only your 

ing's Pawn : but in this caſe, your Adyerſary would have 
play'd it at his Queen's fourth Square, a Place very conve- 
nient and advantageous to him, which would have proved 
a great Obſlacle to your Attack. In this Circumſlance you 
may ſce the Uſefulneſs of your Front-pawns, becauſe they 
will be able to force that Knight to retire in his Trenches, 
and remain out of Power to hurt you in the whole Courſe . 
of the Game. Vide Reflexion () in the firſt Party, upon 
the Uſefulneſs of Front-pawns. 

V You play the Queen, to oblige him to puſh upon 
her his King's Knight's Pawn; this will enable you to attack 


your Adverſary with your Rook's Pawn and make an Open- 


ing upon his King, which you will ſee preſently. 


« 


B. The 
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B. The Queen 8 Rook at its Knight's Square- 
= 24. 
W. The King's Pawn one Move. y 
B. The King's Knight's Pawn one Move. 
23. 
W. The Queen at her King's ſecond Square. 
B. The Queen's Rook at the white Queen's 
| Knight's ſecond Square. 5 
24. 
Is. The King's Rook's Pawn one Moye. 
B. The Queen's Biſhop's Pawn, or any other 
Piece, the Game being loſt. | 
8 
I. The King's Riok's Wo takes the Pawn. 
B. The King's Biſhop's Pawn retakes it (g). 
26. 


N. The King's Rook takes the black W 
Raok's Pawn. | 

B. The King takes the Rook (29. 

2. 
V. The Quins gives check at the black 3 
1 Rook's fourth Square. 
B. The King where he can. 

28. 

| W. The Queen. taking the Pawn gives check, 
and Mate the following Move, 


(2) In caſe. he had retaken with his Rook's Pawn, you 
pan. have play'd your Queen at your King's Rook's ſecond 
quare ; which had won you the Game equally. You may 
make the Trial of it, 
lf inſtead of taking your Rook he had play'd his own 
at his King's Biſhop's ſecond Square, you muſt have retired 
yours one Step, and ſuſtain'd it afterwards with your Queen. 
The Mate would have appeared 'the ſame, and had "uy 
been * one Move or two more. | 
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eee gasa sass 


SECOND BACK- GAME, 


In the Third Gambit, beginning at at 
the third ou. 2 


White. 79 — H E King s Pawn aki the black 


ueen's Pawn. 


| Black The King s Pawn takes the Biſhop” 8 Pawn. 


4. 
V. The King's Knight at his Biſhop's 3d Square, 
B. The Queen takes the Pawn. 


| 5 
VM. The Queen's Pan two Mow," 
B. The Queen gives check at the white King's 


fourth Square. 


W. The King at his Biſhop” s ſecond Square. 
B. The King's Biſhop at his King's ſecond 
Square (a). | 


3 7. 
8 W. The King's Biſhop at his Queen's 3d 3 


B. The Queen at her Biſnop s third Square. 
8. 


V. The Queen's Biſhop takes the Pawn. _ 
B. The Queen's Biſhop at her King' third 
Square. | 


(a) If ke had net cover'd his King and left his Queen | 


where ſhe. was, he had run the Riſk to loſe her or the 


Game ſoon after; becauſe you would have given check with 
your Biſhop, and afterwards your King” Rook would have f 


attack'd his * | 
„„ 


0 92 


I. The Queen at 7 King: s ſecond Square. 
B. The Queen at her ſecond Square, 

A 
2 The Queen's Biſhop's Pawn two Steps, 
B. The ee s Biſhop's Pawn one Step. 
„ : 
W. The Queen s Knight at his Biſnop- s third 

Square. | | 
B. The King's Knight at his Biſhop' s third 
Square, | 

12. 
V. The King's Rook's Pawn, one Mov e. 
B. The King caſtles. 5 


13.1 
IV. The King's Knight” s Pawn two WER 
B. The King's Biſhop 2 his Queen's 3d Square. 


IF. The King's Knight at the black King's 
- - -- fourth Square. | 


B. The Biſhop takes the Knight. 


2 5 | 
W. The Pawn retakes the Biſhop (3). 
B. The King's Knight at his King's Square. 
: 106 
"0 Te Queen's Rook at its Queen? 8 Square. 
B. * The Queen at her N 8 ſecoad Sue 


W. The Kings Knight 8 1 one Move. | 
B. The Queen” O Knight at his 9 8 ſecond 
Square. 


(5) You take with your Pawn to force his Knight back, 
having no Place to advance it; you would not have re- 
mov's him if | you had. attack d him with your 8 | 


18. V. 


8 *T 92 ; Ip 
| 18. | WR 
W. The Queen at the black King's Rook's 


| fourth Square (c). 
B. The King's Knight” s Pawn one Move. 


19. 

1. The Queen at the black King's Rook's 

third Square. 
B. The Queen gives check. 

_. 

V. The King at his Knight's third "EY 
B. The Queen's "__ takes the white King's 
Pawp. 


2 The Knight at his King? s fourth Square. 
B, The Queen at the white Queen? s fourth 
Square ( „ 
| 5 
2 The Knight gives check at the black King's 1 
Biſhop's third Square. 
B. The Knight takes 4 Knight. 


VV. The Pawn takes th Knight and 3 the 
Mate. | 
B. Loft. | 


(c) See the Letter /) in the firſt Back-Game of this 
Gambit. 

(4) If he had play'd his Queen any where elſe ke had 

| — = Knight, and that would have been ſufficient to win 

the Game. | 


THIRD 


-:- r- 


THIRD BACK-GAME, 


To the Third Gambit, beginning at 
the eleventh 'Move. 


£4 - ugh „ 
White, AD HE King's Biſhop at his Queen's 
1 third Square. | 
Blact. The King caſtles on his Queen's Side. 
. 
W. The King's Rook at its King's Square. 
B. The Queen retires at her King's TONE * 


Square (a). 


22 
. The Queen at her Rook's fourth Square. 
B. The King at bis Queen's Knight's Square. 


14. 
. The Queen s Biſhop at his King” s 3d Square. 
B. The Queen's Biſhop's Pawn one Os (b). 
1 
W. The Queen's Pawn one Move. 
B. The Queen's Biſhop at the white King's 
| Knight's fourth Square. 


(4) He retires his Queen to avoid the Loſs of a Plane; 
which you could force, by puſhing your Queen's Pawn 
' upon his Queen's Biſhop. | 
4) If he had attack'd your Queen with his Queen's Knight, 
you muſt have retir'd your Queen at her Knight's 3d Square, 
and after wards puſſi your Rook's Pawn to diſlodge his Knight. 


16. F. 


— Z 


t 

? 

[ 

| 
| 

5 

f 

rp * 
41 
i 

* 

l 


V. The Pawn takes the Biſhop. © . 
B. The Queen's Rook at its Biſhop's Square (c). 


8 
V, The Knight takes the Biſhop. 


FF. The Queen's Rook 
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16. A 


- 


V. The Queen's Knight's Pawn two Steps. 7 
Z. The Biſhop takes the Knight. 


17 


V. The Knight at the black Queen's Knight's 


f fourth Square. 
B. The Queen's Rook's Pawn one Step. 


B. The Queen takes the Knight. 
TS | 
at its Knight's Square. 

B. The Queen's Knight at his King's fourth 
__ Square, | „ 
5 Co | 

W. The King's Biſhop at his King's 2d Square. 

B. The King's Knight at his Queen's ſecond 

| Square. : | ; 

22: 


W. The Queen at the black Queen's Rook's 
fourth Square. | 


B. The Queen gives check at her King's Knight's 


third Square. 


13 2 | 
IV. The King at his Rook's Square. 
B. The Queen at her third Square (d). 

(e) Any thing that he can play, the Game is fo diſpoſed 


| Thar he cannot avoid loſing it, that is to ſay, if the Game 


be well conducted on both Sides. | | 3 
{&) Any thing elſe he could have play'd, you muſt have 
taken his Pawn with. your Queefi's Knight's Pawn ; and in 


caſe your Adverſary had taken it, you muſt have retaken witk 
your Rook, in 0:des to double them afterwards. 


3 
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; 1 24. | 
W. The Pawn takes the Pawn, 
B. The mo s Knight takes the Pawn, | 


25. 5 
* The Queen? s Rook at the black Queen's * 
Knight's third Square. | 
B. The Queen at her 86.8 8 Biſhop' $ Square. 


IF The King 8 Rook at its peer 8 Knight's 
. , Square. 

B. The Queen's Knight at his A ſecond 
Square. | 


| | 5 
I. The Queen's Rook rakes-the black * CO 8 
Rook's Paw. 
B. The Knight takes the Rook. 
298. 
W. The Queen retakes the Knight. | 
3. The Queen! s Rook at its Biſhop's 2d Square, 
29. 
W. The Queer” 3 Pawn one Move, and wins he 
: : Game. 5 


FOURTH - 


— 2 
B B 8 


8 5 
4 
i dees eee ef eve 


FOURTH: GAMBIT, 


| Cod: called 


CUNNINGHAM's GAMBIT, 


"6 he Author of which thought i it a — Game, 
but I find quite the reverſe ; three Pawns 

well conducted, for the Loſs of a Biſhop 
only, will'win the Game, playing well on 
both Sides. There will be two Back- 
Games, one from the ſeventh, ard the 
other at the eleventh Move. 


| . | h 
White. INH E King's Pawn two Moves. 
Black. 1 The fame LD 


. The King's Biſhop's 8 Shs two Moves. 
B. The King's picks takes the Pawn. | 


3. 
NV. The King's Knight ; at his Biſhop's third 


Square. 


B. The King's Biſhop. at his King's ſecond 


Square. 


4. W. 


97) 
I. The K ing'sB Bitop* ue his Queen's Biſhops 


tourt 
B. The King 8 Bae gives check. 


8 | 3 <agr | N 
W. The King? 8 Knight 8 Paus one Move. | 
B. T. he n takes the PWW. 
WW. The King Sache 
B. The — takes the rag TR and gives 


wh 2% [#1 
8 check. 4 


7. 

W. The King at his Rook's . ; 

B. The King's Biſhop at his third Square (a) . 
: 8. 


W. The King's Pawn one Move. 
B. The Queen's Pawn two Steps (5). 


9- 
W. The King” s Pawn takes the Biſhop. 
B. The King s Knight takes the Pawn. 1 
er en 
W. The King's Biſhop at his Queen's 5 Knight O 
| third Square. 
g. The Queen's Bilbop at his . 8 third 


ee | 


(a „ infiead of play; ing this 6 M5 at his third 3 
he had play'd i it at His oy 's ſecond Square, you had won 
the Game in a. few Moves, which you will ſee by my firſt 
| Back-Game, beginning from this {a enth Move, . 
(4) Without the Sacrifice of this Biſhop he could not win 
the Game; but, lofing.it, for three Pawns, he muſt by a 
good Management of them, become your Conqueror. The 
very Strength of thoſe three Pawns (provided he doth not 
be too haſſy in puſhing them forwards, and that they b2 
always well fuſtain'd by his Pieces) will win the Game. in 


_* of your beſt Defence. 
HK 36 


— nl Se LS 


[ 
; 
i 


Ie 3 
NM. The Queen's Pawn one Move (c).. 
B. The King's Rook's Pawn one Move (d). 
W. The Queen's Biſhop at his King's Biſhop's 
Soutth-Squares'} : en HL 
B. The Queen's Biſhop's Pawn two Steps. 


| 13. 

W. The Queen's Biſhop takes the Pawn next 

$9: yg 80 his King. 3 515 n 

B. The Queen's Knight at his Biſhop's third 
Square. 0 EE | 


| | | 4 = 14. „ f 8 2 15 1 
WW. The Queen's Knight at his Queen's ſecond 


Square. 
B. The King's Knight at the white King's Knight's 


fourth Square (e). 


(c) If you had puſh'd this Pawn two Steps, you had 
pivento his Knights a free Entry in your Game, which would - 
have loſt you the Party very ſoon.” But, to make this more 
ſenſible, I make it the Subject of a ſecond Back-Game from 
re, „„ 
, This Move is of great Conſequence to him, becauſe 
it hinders you from attacking his King's Knight with your 
Queen's Biſhop, which would have enabled you to ſeparate 
his Pawns by changing one of your Rooks for one of his 
Knights, and in this caſe the Advantage of the Game'would 
have turned on your Side, * 
. He playeth this Knight to take your Queen's Biſhop, 
which would prove very incommodious to him in caſe he 
mould caſtle on his Queen's Side. It is here proper to ob- 
ſerve again as a general Rule, that if the Strength of your 
Game conſiſts in Pawns, the beſt way is to take the Adver- 
ſary's Biſhops as ſoon as poſſible, becauſe they can ſtop the 
advancing of the Pawns, much better than the Rooks, 


"1. 


| Mos. { 


( 


7 


W. The Queeryat her. Niage ſecond r D. 


B. The Knight 4 takes the Biſhop: --....,c> 1 
* 1 7. yo | 2 8 

m, The Queen takes the Knight. 1 

B. The Queen at her Knight's Square ( 20. Ie 

17. 4 

ID. The Queen takes the Queen 9. T N 
B. The Rook takes 1 iA dr A 

r 
. The Queen's Rook at its King's Squares 
B. The King at bis Queen's s ſecond Saure 8 


81195 
The Rigg's Knight Rivgs check. D N 
B. The Knight takes 2 Rught,: . 4 1 8 


ref 
24 


4 * 
po 


W. The Queen's Rook Ts e Knight. 43 
B. The 1 at his 2 8 third Square. 


I. The King 8 BCE at. 15 King's Square“ 
25 The Queen's: Knight's- Pawa:t two ee, 1 


7 4 22.0 % 1 tO "x 


V. The pen, « Biſhop? s Pawn one Step. 


B. The Queens Rook at its King's Square: 
(f) Not/knowing how to ſave your Biſhop wichou 463 


ing worſe, you play your = to take his Place again 
when taken; for, it you bad play'd it at your King's Bi- 

ſhop's foufth Square to Hinder the Check of his Knight, he 
would have puſh'd his King's Knight's Pawn upon your 

ſaid Biſhop, and would have made you loſe the Game im- 
mediately, 

If he had played his Queen any where elſe, the 
would have been cramp'd ;/ therefore he offers to change, 
that in caſe you refuſe he may place her at her third Square, 
where ſhe not only would . 8 ſafe, but extr an, 

well poſted. zugb £ 

H you Aas take dis Queen, _u Game woul 
be full in a worſe Condition. 2 5 | 


$1.1. H 2 23: W. 


i 


W. ße Queen's Rock 5 Paw dre Steps | 2 
B. The Queen's Rocks Fawn ohe Vtep.-- 


24. 
u. The Knight at his King's Biffohꝰs d Square mat 
B. The King's TOES n two Steps“ 


i. The King at his Kai les Prot Scene: 
B. The King's mae an one Move (i). 


on 
1 


W. n e en in 882d 81 Syvare. * 
B. The King's Rovk's Pawn'c San o 


27 
, The Queen Robb Pawn rakes the Pay. | 
B. The Pawn rerakes the Pa wW‚ mm. 
8 28. a 
m. The kings Rook at its Gusen noble, 
Squasse. 88. 4 
B. The Queen 's Rog: at ber Home - k). 


22 21 


8g th 
F 


W. The King's Ree kes to! its King's Sl . 
B. The Biſhop at his n 8 ſecond Square. 


Sis ENG A O0. x (1.3 


wW. The: Queen? 8 Baan dne daes Jo 0 2 8 
B. The een 8 Biſhop's Pawn one = | 


459 DIL. br 07 © „Sia uh ation mn 


72 

W. : The auer 5 BY Qyeen's 8 Wehen ke 
4 5 0 0 rg ne” eggs 4 Gon 22.3 wy 0 
2 60 If he had puſhed t this Pawn two Steps, ybu. bed 
gain d his Queen's Pawn;itaking it with your 3 This 
would have mended your Game very much. | 
One muſt always ſtrive to hinder: the Adrerſary 
from doubling his Rooks, particularly when there is an 
Opening in the Game, therefore he PR. ane 
to * one for the other.. % 


1 . 8 ++) 3. The 
* * | #4 9 5 | PI & 4 


(612% 
B. The Ring + Rook's hg Moved! 2¹⁰ A 


4 . The King's Rook ä 1 34 T. 8 | 
B. The King's Rock at 19 Square (n. D 


I. The Queen's Kaighcs Pax vn o Move N 
3. The We e ji Re rh Roa 


quan. bs 


en N 


V. The Wen Foight's Pawn one B Ve. 
B. The King' cop 8 3 one Moys. 5 


. W. The Knight at cen ſecond Square. 
B. The King's Rook at its King's r 


Square. 


6. i 
WW. "Th King's 3 at its King Biſhop's 

Sahar, +». nods avis 5 
1 The King's Knight's. Pawn one Move. 


W. The Rock takes 0 Pawn and gives che 
B. "OP King at bis re $. ahi ſecon 


Aden. 1 292 r 
W. The King 8 Rook at the black et onde 8 
| third Square. 


He playeth this Pawn to puſh afterwards that of his 


King's Knight's upon yourKiight, with an Intention to force 
it 4 his Pot; but if he had Puſhed his Knight's Pawn be- 
fore he play'd his, ou muſt hayexpoſted your Knight at 
your King's Rook's fourth; Square; and by this means you 
would have ſtop'd the EA his Pawns, 


u If inſtead of playing ty h e had given check with his 
Rook's Pawn, he would have Pflay'd ill, and entirely againſt 
the Inſtruction given in the firſt Party. Vide Refl, x firſt 


"2s 5 | 


4 5 


 - 
B. T he Kii 58s Rook's __ gives check.” 


iu. The King at his Kusbes Sq exe. 2 5 
B. The King's Knight's Pawn the Mose. EY 


40, 
. The Rook takes the Rok. 2-1 
B. The Rook's Pawn 9 55 check, ui) 2 


V. The King takes the Knight 8 . 
B. The gelt. e Pee a 23 27 gives 
Che e 


W. The King at his Pillows ſecond. Square. . 
B. The Rook gives check at its FRE 8 er 
Square. 


4 


43. 
37. The King at his card Square. 4% 7 8 
B. The Queen gives check at ow white King $ 


Rook's third Square. 5 


| 44. 
2 The Knight covers the check, having no 

© --- other way. 
B. The Queen cakes tis | Knight, and heed 
the Rook, ang Fives mw in twe N 


after. SSR 50 0 


. 
Tris - 


( 103 ) 
CESSOSOEGE ES WEED 
FIRST BACK-GAME, 


| Beginoing at the? Seventh 18 of this 
F ourth be 


T 


White. \H E 8 at 1 Rook's AR; 
Black, The Biſhop at his King's ſecond 


Square. BY 
WW. The King" Biſhop takes the Payrn, n, and gy gives 
| 8 15 1 4 


B. The King takes the Biſhop. 


2 The King': 8 Knights at the black King" 8 : 
Saquare, giving double Check. 
B. The King at his third Square, any where elſe 


he loſes his . 


. The Queen gives check at her King? 8 Knight 8 
: fourth Square. 
B. The King takes the Roight 


ö 72 The Queen gives * at the black King 8 
Biſhop's fourth Square. 


B. The King a at his Queen's third Square: 
| „ 
. The Queen gives Check- mate at the black 


Queen's fourth Square. f 
4. A S E- 


(0 


ERERSARRER HR: 
A SEQUEL e ft 
FIRST BACK. GAME, 


In * your Advcrtay refuſes king your 
Biſhop with his King, at the Eighth 
Move, of this firſt Back- Game. "5 


and gives check. 
Black. The King at his Biſhop' 5 fer 


$. 
22 HE : King! J Biſhop rakes the Pawn 


"$ 1 
W. Thr" 8 Knight! at the black King” $ fourth 
Bre. 
B. The King's Knight at his King” $ e s 3d 
Square. 
| W 
V. The King's Biſhop at his Queen $ Knights 
So Im gene. 
B. The Queen at her King's Square, - 


| | 1 al 5311.4 1A 
V. The Kiog's Knight at. the black King 's Bi- 
Thop's fecond Square. a 
B. The Rook at her Knight's Square,” - 
| 12. | 


W. The King's Pawn one Move. AL 
B. The Queen” s Pawn two Moves. „ 


LI | 13. V. 


w 


1 


F 


10 r 13. | en 
. The Pawn takes the Knight. 
B. The Pawn retakes _ Pawn, | 


17. The Biſhop les Toy Pak. - ; * 
3B. The — Biſnop at the wn; K King's 
Knight's fourth Square. 2 N 
BR 
W. The Queei at her King's 8 
B. Ivy Queen's Biſhop 5 Fs Rooks 
fourth Square. yi A. 
10. 7 
15 - The Queen's Pawn t two Sue 7; 5 NY 
B. The Biſhop takes the Knight. i 
17. ] Wk 
2 The Queen's Biſhop gives eck. . 
B. The Rook covers oy Check. Ss 


| i. The Knight at his Rigs 8 aun 30 quare 
B. The Biſhop takes the Biſhop. 


19. 
I. The Knight retakes the Biſhop. 
B. The Queen at her King's Biſhop's 2d Square. 
7.20; 
I. The Knight takes-the Biſhop. 
| . T he Queen takes the Knight. 
FA The Queen takes the Queen. 12 
8. The King takes the Queen. 901500 
1. T he Biſhop takes the Rook, i with the Sy: 
Perianty of a Rook, beſides a good Situa- 
tion. vill eaſuy win the Game. ons 


7 a) This Piece is lactic, only to ſhorten the Game, 
8 SECOND 


4 


cs) 


v 00 0 0g 0 0 


15 1 2115 2A. 


ih 4 4 


SECOND BACK- GAME, 


Beginning at the: eleventh More of this 
EO 8 OR. 


= " 


„ * * 


Black. The _ Knight at the 1 
King's fourth Squarme. 
7 2 ts | 

W. The Queen's Biſhop at his King's Bip 
fourth Square. In 

3. The Ig” 8 . $ awd two Moves. . 8 


WE. PHE beet s Pawn two Moves. 


I. The Queen's Knight, at his Queen $ ſecond 
4 WON. quare (40. i 
B. The Queen at her King's ſecond Square, 5 
r 1 
m. The Queen's Biſhop's s Pawn two Moves. * 
B. The Queen's Biſhop's Pawn one Move (50. 


(a) You play this Knight to tempt your Adverſary to take 
it; but if he did, he would play very ill; becauſe you are 
to obſerve, that a Knight thus ſituated, that is to ſay, ſuſtain'd 
by two Pawns, whilſt you have no Pawn left to puſh. up to 
remove it, that Kniꝑht is atleaſt worth a Rook, and becomes 
ſo incommodious, that you will be forced to take it; and in 
this caſe your Adverſary reunites his two Pawns, one of 
which will probably either make a Queen, or coſt you a 


Piece to hinder it, | 
) If he had taken your Pawn, his Game would have 


very much diminifyd-in Strength, becauſe his Knight had 
been ſuſtain'd but by one Pawn inſtead of two; beſides, he 
would have been forced to retire his King's Knight when 
attack'd, in order to 0 preverve the Pawn that ſuſtain'd it. 


or 
q F% , I 
* 91 80 
>; 0 For * wy * * 2 
! * 


( 197 ) 


: 28. | 
W. The Pawn takes the baun con | as . 
B. The Pawn retakes the Pawn, - 211 A 

\ . 1 
us The Queen's Rook at its Biſhop's Square.” 
B. The Queen's 1 at his Bibops third 
| Square, 

Þ 4 GN Nit Aa R 
W. The Queen. 8 Knight rakes the N 
B. The King s Biſhop's 2 retakes the Knight. 


iu. The Knight takes the "black Leyn herr w o 
- King. 
B. The King caſtles: with kis: Rock. E 
19.5772 bnoa9) 
W. The Queen at her ſecond Square... 
B. The King' 8 Rook 's Pawn one Step. 
W. The Queen? s Rook at the black Queen 5 
Biſhop's fourth Square. 
B. The Queets 8. Rook. at its Queen 8 Square. 
T7 211-5 * 
. The King's Biſhop at his Queen's Rook's 
fourth Square. 
B. The King's Knight's Pawn two Steps. N 
42. „rt 
. The Queen's Biſhopat his king $ third Square. 
B. The Rook takes the Rook. 
ado 259 #3. 09 i e I 
. The Kni ght takes the Rook. CA 
B. The Queen at her — Square, | 
2 The Queen e King 5 Rook's nd 1 


B. The King at his _ s ſecond Square. 
| 25. V. 


i * 106 2 


FW. The Des (i; Queen? : N 8 FE A 
B. The Rook retakes the Queen. 8 
W. The Queen's Rook's Pawn one Move: | E 
B. The King at his Knight's e N Th 


27. 

F. The Queen's Knight's Pawn 55 Steps. | 
B. The King" s Rook's Pawn one Novo. -: NY N 
| IA 65117 7 4 477 

Jp. The Queen' J Knight's Pawn one Moye. 
B. The ow at his King's ſecond Square, "og 
V. The Rook at the black Queen's Biſhop's 
ſecond Square. | 


B. The Rook at ts _ 's der, Fey N * 


a 


Fo 
— 114 — 


W. T he Rook takes * Rook, in not it vill be 
agen the ſamſe 2 1021. 
B. The Hop retakes the Rook.” 

| 100 21 
1. The . at his Knight s ſecond — 
B. The King s Rook's Pawn one Step. 

32. A156 trio 

I. The Queen” 8 Biſhop” at his King's we. 
| ſecond Square. 
B. The King at kis Rooks fourth N 
: 33. 181 u 
u. The King's Biſhop gives PO 'y | 
B. The Biſhop covers che Check. 1 e - 


4 ; 9 "7. 4 * * ® *% 
1 605 Enn £343 ih 


W. The Biſhop takes the . 5 1 
Wan Wer e ) F 
85. W. 


Ghar 
14 
* 4 


; C 109 N 


N Light Gres heck.at his: K | 


Squ are. A tr 
B. The King at the white King's $ nber. $ e 
Square,” i: 
36. 


W. The King at his Rook's third Sq uare. 


B. The King at the white K King's Biſhop's ard 
"7 Square. n 


11 
. The Knight at his King's Knight's fourth 
5 Square. 5 76 | 
B. The Knight at his King's- Biſkop's: fourth 
"One 
8. 


| 3 
W. The Biſhop at his King's Knight's Square. 
B. Tire en Pawn one Move. ei Zirfriig 
#4 V „ 9. To KJ S1% 3 bf 5 (? 


5 . The Queen $ Rook's Pawn one Move, ms . 
B. = I, King s Pawn Ms Move. 5 


1. The Biſhop at bis | King's 8 Biſhop! 3 ſecond 


Square. 2 
2 The Knight takes the Queen's Faun, ia 
Vins afterwards the 7 WO] 
| N 


4 


8 


e OF DNV 
eee eee 


[337 Ma Os FA 70 eie FA 27 p # Ii 
6s 


EY 
we ior - 
& &# 


"ME |. | 
* * 7 
1 5 ; * e ' W 


> 
7 DC 1210 3 ..; 


<< 
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I have alreadyiſhews; that the-Attack of that 
Gambit is far from being good, ſince the 
Defence muſt win every way when tole 
rably well perform'd; three Pawne well 
* cannot be leſs than W yrs to 


3.44; 


ning zam rd ogy 


» 1. | 
White. HE King's Pawn two Moves, 
Black, The * EY” 


W. The King” O Biſhop? 8 ow two Moves. 
B. The Pawn takes the Pawn. 


3. 
W. The . s Knight at his Biſhop's 3d Sarge 
WAN 8. The 


* 1 


LES, 


B... The King's Biſhop at his King's. ſecond. 


Squares 10 2 e 55 
4. 
7 The King s Biſhop at his 8 $ Biſhop's 
fourth Square. 4A 1317 
5. The Biſnop gives _ Vid nb 
Iv. The King at his Bilkop's Square (a). 
B. The Queen's Pawn one SP; -- TX A 
6. B EF 


W. The Queen's Pawn two ſons. 
B. The Quien at her King's Biſhop's 3d Square: 


79 
W. The King” s Pawn one Step. 
3. The Queenss, Pawn takes the Faun. ASE 


W. The Queen” s Pawn 1 oe Pala: 
B. The Queen: at her Tg" s 1econd.- Square, N 
2 The Queen 8 Rübop f, takes ; the Gambit 8 Pawns 
B. The Queen's Biſhop at the white King's 


Knight's fourth Square. 4 
1 
W. The Queen's Knight at his dane rd 
Square. 
B. The Queen's Biſhop" $ Pan « one step. 
e te 
2 The Queen's Knight at Mis" King's fourth 
| © Square, and muſt win the Game. „ e 


a CY 
140 


36 a ) Retiring your King at his Biſhop s Place, mids it 
impoſſible for your Adverſary to preſerve the Gambit's 
Pawn, which will-be always in your Power to take, and | 


nN continually the r n Er 6 


\ 


THE 


QUEEN”: s 6A AMBIT, 


OTHERWISE . 


GAMBIT of ALEPPO, 


Nets 12 


Wherein there will be fi Beet- Sandes 


3 
WY 


— 


White. 1E. Que] EW two 5 Stb 25 
Black. TheQueenvPawnens n 


* i144 * 3. * 888 4 7 


V. The . s Pawn ohne . A 
B. The Pawn takes the Faun. 5 


* 
_ "oe ? om . Ak. 4 
TIDE. tid Sobel , 


. The King's Plon tag Mees Hans "hs 
B. The King's Pawir two Moves (6). 
a I. 


C 4 > 4 * r'£ ” 7 ; «Ff 
DIO! S003 tia 33 n e 

Fa) If lead of two, you had puſh'd Praga but one 
Step, your Adverfaty would in this Caſe have ſhut up your. 
Queen's Biſhop for at leaſt half the Game; my firſt Back- game 
will be the Evidence of it. 1 In the mean while I take this 
Opportunity ro acquaint you, that a certain Author (ther- 
wiſe a very good Player, who delights chiefly in this Queen's 
Gambit) teaches to puſh this Pawn only one Step; however, 
this will convince him aud others that it is abſolutely better 
to puſh. it two Steps; nevertheleſa, I will agree, that puſhing 
it only one Step, you may ſometimes een a bad Player, 
| FT this doth not juſtify the Move. +: 

4 K. If inſtead of playing this 3 he had ſuſtzin'd the | 
Gambit's Pawn, he had lolt the Game. This will be ſeen by 
a ſecond — — But if he _ neither ; this Pawn, 
= nor 


5 


ke 3 
4. 
i}. The Queen s Pawn one Move (c). 
B. The King's Biſhop's Pawn two Moves (4). 


* 


1. 
M. The Queen's Knight at his Biſhop's third 
Square. 


V. The King's Knight 7 his Bihop- 8 3d Sun 


Jv. The King's Biſhop's Pawn one Move. 
B. The King's Biſhop at his Quecn's Biſhop's 


fourth Square. 


7 
. The Queen's Knight at his Rook's fourth 
Square (e). 
B. The Biſhop rakes the Knight, near the white 
| King's Rook 0: | 


I}. The Rook takes the Biſhop. 


nor taken the Gambit's Pawn, in this caſe you muſt have 
puſh'd your King's Biſhop's Pawn two Steps, and your Game 
would have been in the beſt of Situations, for having then 
three Pawns in Front. 

'(e) If inftead of puſhing your Pawn forwards you had 
taken his King's Pawn, you had loſt the Advantage of the 
Attack. This will be the Subject of a third Back-game. 

(4) If he had play'd any thing elſe, you mult have puſh'd 
your King's Biſhop's Pawn twe Steps; z by this means you 
would have procured your Pieces an entire Liberty to act. 

(e) If inſtead of playing your Knight in order to take his 
King's Biſhop, or make him remove it from that Line (as you 
are inſtructed in the firſt Party) you had taken the Gambit's 
Pawn, you had Joſt the Game again. This mult be ſhewn 
by a fourth Back- game. 

(F) 1f inſtead of taking your Knight, he had play'd his 
Bithop at your Queen's fourth Square, you mult have 
attack'd it with your King 5 2975 Bo and taken it the ſub- 
ſequent Move. | 35% 


EE”, 


* 


(6114) 
B. The King caſtles (g). 


| 9. 
W. The Knight at his Queen's Biſhop's 3d Square. 
B. The Pawn takes the Pawn. | 
BE + . 4 
W. The King's Biſhop takes the Gambit'sPawn(+). 
B. The Pawntakes the white King's Biſhop's Pawn 
5 | „ 
W. The Pawn retakes the Pawn (i). | 
B. The Queen's Biſhop at his King's Biſhop's 
| ene 
. ü 
V. The Queen's Biſhop at his King's third Square. 
B. The Queen's Knight at his Queen's ſecond 
yy Square. 


1 WS 

W. The Queen at her ſecond Square. 

B. The Queen's Knight at his third Square. 
„ 

W. The Queen's Biſnop takes the Knight. 

B. The Rook's Pawn retakes the Biſhop. 


(g. Inftead ofcaftling, if he had puſh'd his Queen's Knight's 
Pawn two Steps in order to ſuſtain his Gambit's Pawn, you 
will be convinced by a fifth Back-game that he had loſt the 
Party ; and if inſtead of either of theſe two Moves, he had 
choſen to take your King's Pawn, your retaking it would have 
hindered him fromtaking yours again with his Knight, becauſe 
he would have loſt the Game by your giving him check with 
your Queen, This is eaſily ſeen without a Back-game. 
bis particular Movedemands a ſixth Back-game; be- 

cauſe if you had retaken his King's Biſhop's Pawn with your 
King's Biſhop's Pawn, you had loſt the Game again. | 

(i) In retaking this Pawn, you give an Opening to your 
Rook upon his King, and this Pawn ſerves likewiſe for a 
better Guard to your King, it ſtops alſo the Courſe of your 
Adverſary's Knight; and tho? you have at preſent a Pawn 
leſs, you have the beſt of the Game by the Situation. 


15. V. 


611860 


5 
V. The King caftles on his Queen's Side. 
B. The King at his Rook's Square. 
16, 
W. The King” s Rook at the black King's Knight 
fourth Square. 
B. The King's Kaight's Pawn one Move. 


17. 
V. The Queen at her King's third Square. 


B. The Queen at her third Square. 
18. 


IW. The Knight at his King's fourth Square. 


B. The Biſhop takes the Knight. 
19 


17 T 'E Pay retakes be Biſhop, and reunites 
his Comrades. 
B. The King' $ Rook at its King” s Square. 
20. 
W. The King at his Queen's Knight's Square. 
B. The Queen at her Biſhop's fourth Square. 
57. 
IF. The Queen rakes the Queen. 


B. The Pawn retakes the Queen. 
22. 


M. The Queen's Rook at its King's Square. 
B. The King at his - >a s ſecond Square. 


W. The King at his Queen's Biſhop's ſecond 
Square. 
B. The King 8 Rook's 3 one Move. 


W. The King's Reck at his Kube! third 


Square. 


B. The Knight at his King's Raak's fourth 
| Square. 


I 2 25. N. 


( 116 „ 


25. 
2 The attack'd Rook ſa ves itſelf at = w—_—_ 3 
Knight s third Square. 
B. The _ 8 3 s Pawn one Move. 
26. | 
| I. The en 8 Pawn one Step, to iis 6 an 
Opening for your Rook and Biſhop. 


. The Pawn takes the Pawn. 


27. h 

. The King's Rook takes the Pawn. 4 

B. The Queen's Rook at its Queen's Square: 
8 


J. The Queen's Rook at its Queen's Square. 
B. The Knight at his King's Biſhop's third Square. 


@ + + . 29. : 7 
W. The King's Rook Mt; check. 
B. The King at his Rook's Square. 


30. 
W. The Biſhop, at the erk Qveen's fourth 
Square, to hinder the Adverſary 8 r 
advancing. 


Z. The Knight takes the Biſhop. 


3. 

IW. The Rook retakes the Knight. 
B. The King's Rook at its Biſhop's Square. 
hs 22. 

. The Queen's Rook atitsQueen s ſecondSquare. 
B. The King's Rook at the white King's * O 

fourth Square. 

FF. The Queer” Rook arits King s ſecond * 
B. The Queen's Pawn one Move. | 


34. 
V. The Pawn takes the Run ETON 
B. The Queen's Rook takes the Pawn. 


—_ 


35. W. 


/ 


P 


c wy ) 


BF The King! Rock at the black King 8 nated 


Square. 
B. The King's Knight's Pawn one Step ; if he 
ſiuſtain'd the Pawn, the Game was loſt. 
36. 
N. One of the two Rooks takes the Pawn. 
B. The Rook takes the Rook. 


37- 
FW. The Rook betete the Rook. | 
B. The Rook gives check at the white King's 


Biſhop's ſecond Square. 
38. 
. The King at his Queen's Biſnhop's third Square. 
B. The Rook takes the Pawn. 


39+ | 
W. The Rooks Pawn two Steps (L). 
B. The King's Knight's Pawa one —_— 
40. 
. The Rook's Pawn one Move. 
B. The Knight's Pawn one Move. 
5 
. The Rook at its King's Square, 
B. The Knight's Pawn one Move. 
42. 
. The Rook at its King's Knight $ Square. 
B. The Rook gives check, 


43. - 
2 The King at his Queen's Biſhop's fourth Square: 


(4) Tf you had taken his Pawn with your Rook, inſtead 
of puſhing this Pawn, you had loſt the Game; becauſe your 
King would have hindered your Rook's coming in time to 
ſtop the Paſſage of his Knight's Pawn, This may be ſeen by 


playing over the ſame Moves, 


I 3 "= 


4 
| p. The Rook at the white King's Knight's 
third Square. 5 


44. 
W. The Rook's Pawn one Move. 
. The Rook at its Knight's ſecond Square. 


45. 
W. The King takes the Pawn. 
. Rook's Pawn one Move. 
46. 
I. The King at the” black 9 Knight's 
third Square. 
B. The Rook's Pawn one Move. 


47. 
I. The Rook's Pawn one Move. 
B. The Rook takes the Pawn (O. 
| 8 


4 Rae 
W. The Rook takes the Pawn (m). 
B. The Rook at the King's Nock ſecond Square. 
49 · 
W. The Pawn two Steps. 
3B. The Pawn one "Io... 
50. 
m. The Rook at its King's Rook's ſecond Square, 
B. The King at his Knight's ſecond Square. 
51. | 
W. The Pawn 0 one Move. 
B. The King at his * s third Square 


W. The King at the black Queen s Biſhop's third 


Square. 


(1 If he did not take your Pawn, you wink have taken 
his; and that would have given you the Game. 

(m) If inſtead of taking his Pawn, you had taken his Rook, 
you had loſt the Game: There requires no Back-games to 
ſhew theſe laſt Moves, being eaſily found with but very bite, 
Trouble in Playing them Over again, 

| B. The 


ug 


11 +1 
B. The King at his Knight's fourth Square. 
| 7 28 | : 
W. The Pawn one Move. 
B. The King at the white King's Knight's fourth 
Square. 
| 54 
W. The Pawn advances. | | 
B. The Rook takes the Pawn, and playing after- 
wards his King upon the Rook, it is viſible 
to be a drawn Game, becauſe his Pawn 
will coſt your Rook. | 


$03054 0040450054005 £03 6 
FIRST BACK- GAME, 


Beginning at the third Move of this 
Queen's Gambit. . 


— HE King's Pawn one Move. 
Black. The King's Biſhop's Pawn two 
Steps (a). | 


Fo 4. | 
V. The King's Biſhop takes the Pawn. 
B. The King's Pawn one Move. 


Zo s | 
M. The King's Biſhop's Pawn one Move. 


(a, The moving of this Pawn muſt convince you, that 
it had been better to. puſh your King's Pawn two Steps, 
becauſe 2 you can eaſily perceive) his Pawn hinders the - 
Union of your King's and Queen's Pawns in front. 


, 14 | B. The 


0 140 0 


B. The King's Knight at his Biſhop's third 
Square (5), _ 


W. The Queen's Knight at his Biſtop's third 


Square. 


B. The Queen's Biſhop' s Pawn | two Steps C9 % 


7. 
F. The King's Knight at his King s ſecond Square. 
B. The Queew” sKnightat his Biſhop” $ third Square. 


V. The King caſtles. 
B. The King 8 Knight s Pawa two Steps ( a), 


9. 
< The Queen's Pawn takes the IR (e). 
The Queen takes the Queen. 


10. 
77. The Rook retakes the Queen. 


B. The King's Biſhop takes the Pawn, . 
11. 
W. The King's Knight at his Queen' sfourth Square, 
B. The King at his ſecond Square. 
32. 


IW. The Queen's Knight at his Rook's fourth 
Square, 


(6) He playeth this Knight for the ſame purpoſe, which 
is 10 hinder your King's and Queen's Pawns to aſſemble, 

(% This is puſh'd again with the ſame _—__ to hinder 
the Center Pawns to unite in front, 

(4 Heplayeth this Pawn to puſh that of his King' sBiſhop's 
upon your King's Pawn in caſe of need, which would be the 
Cauſe of an entire Separation of your belt Pawns. 

- (e) If inſtead of taking this Pawn you had advanced it, 
your Adverſary would have attack'd your King's Biſhop with 
his Queen's Knight to oblige you to give him check; andin 
this caſe, he, playing his King at his Biſhop's ſecond Square, 
had gain'd the Move upon you, and a very good * of 


Game. | 
2 B. The 


SE as 
B. The King) sBiſhop 25 his Queen, sthird Sage: 


V. The King's Knight 5 the Knight. 
B. Tlie Pawn retakes the Knight. 
14 
. The King's Biſhop's * one Step (J ). 
B. The king s Rook's Pawn one Step. 
15. 
I. The Queen? $ Biſhop at his Queen's 6 
| Square. 


B. The Knight at his Queen s fourth Square. 
16. 


IV. The King's Knight's Pawn one Step. 
B. The Queen's Biſhop at his 2 ſecond 


Square. 


ö 5 | 

M. The King at his Biſhop's ſecond 8 

B. The Queen s Biſhop's Pawn one . 
18. 


1. The Knight at his Queen's Biſhop's third 
Square. 


| B. The Queen's Biſhop at his third Square. 


W. The Knight takes te Knight. 
B. The Pawn retakes the Knight, 
20. 

W. The King's Biſhop at his King's ſecond Square. 
. The Queen's Rook at its King's Knight's 
Square. 

21, 
W The Queen” $ Biſhop at his third Square. 


2 Vou advance this Pawn to hinder your Adverſary- 5 
putting three Pawns in front, which he would have per- 
e's * n only his * s Pawn. 

B. The 


( "268 9 


B. The King's Knight's Pawn takes the Pawn, - 
Eee - 4 | 

W. The Biſhop takes the Rook (g). 

B. The Pawn takes the King's Pawn giving check, 
| 23. 
W. The King retakes the Pawn. 
B. The Rook takes the Biſhop. 
W. The King's Biſhop at his third Square, 
B. The King at his third Square. 
V. The King's Rook at its Queen's ſecond 

Square. | 
B. The Queen's Pawn gives check. 
Th 26. 
W. The King at his Biſhop's ſecond Square. 
B. The Queen's Biſhop at the white King's fourth 
Square. 
V. The Queen's Rook at its King's Square. 
B. The King at his Queen's fourth Square. 
28. | 

W. The King's Rook at its King's ſecond Square, 
B. The Rook at its King's Square. 


__ | 
W. The King's Knight's Pawn one Move. 
B. The Biſhop takes the Biſhop. 


(2) If you had retaken his Pawn with your Knight's 
Pawn, he would have puſh'd his Queen's Pawa upon your 
Biſhop, and afterwards would have entered your Game with 
a Check of his Rook, ſuſtain'd by his Queen's Biſhop; and 
if you had taken this Pawn with your King's Pawn, he might 
have done the ſame ; that would have given him a very good 

Game, becauſe one of his Pawns being then paſs'd (that is 
to fay, a Pawn that can be no more ſtopp'd but by Pieces) will 
infallibly coſt a Piece, to hinder the making of it a Queen. 

= : 8 30. V. 


„ 


30. 
. The Rook takes the Rook. 
B. The Pawn takes the Pawn. 


31. 
W. The King's Rook's Pawn one Move. 
B. The Queen's Biſhop's Pawn one Move. 
SY . 5 f 
W. The King's Rook at the black King's Rook's 
Square. Wen 


B. The Queen's Pawn one Move. 


5 
W. The King at his third Square. 
B. The King's Bifhop gives check at his Queen's 
Biſhop's fourth Square. 


| 34. x 
W. The King at his Biſhop's fourth Square, hav- 

| ing no other Place. 
B. The Queen's Pawn one Move, and wins the 
Game (4). | 


I let your Game be loſt, only to ſhew the Strength of 
two Biſhops againſt the Rooks, particularly when the King 
is placed between two Pawns. But if inſtead of employing your 
Rooks to make War againſt his Pawns, you had, on the 
thirty-firſt Move, play'd your Rook at the black Queen's 
Square; on the thirty-ſecond Move brought your other Rook 
at your Adverſary's King's ſecond Square; and on the thirty- 
third Move facrificed your firſt Rook for his King's Biſhop; 
Inſtead of loſing, you had made it a drawn Game. 


SECOND 


„ 
es ο οοοοοοοο 
SECOND BACK-GAME, 


Beginning | at the third Move of this 
8 s Gambit. 


| 3. : 
White. HE King's Pawn two Steps. | 
Black, The Queen's Knight's Pawn two 
725 Steps. 

— | 
. The Queen's Rook's Pawn two Steps. 
B. The Queen's Biſhop's Pawn one Step. 


V. The Queen's Knight's Pawn one Step. 

B. The Gambir's Pawn takes the Pawn. 

V. The Rook's Pawn takes the Pawn. 657 
B. The Queen's * Pawn takes the Pawn. 


W. The King's Biſhop cakes the Pawn, and g gives 

| „ { 

B. The Biſhop covers the Check. 
* 

WW. The Queen takes the Pawn. 

B. The Biſhop takes the Biſhop. 


Ca It is of the ſame Conſequence in the Attack of the 

Queen's Gambit, to ſeparate the Adverſary's Pawns on that 
Side, as it is in the King's nnn to ſeparate them on the 
8 I s Side, 


" — 


ks | | ; | 
le 9. V. 


* 


* 125 ) 


9. 
1. The Queen retakes the Biſhop, and gives check. 
B. The Queen covers the Check. 
| 10. 
W. The Queen takes the Queen. 
B. The Knight retakes the Queen. 
I 1\ 
W. The King's Biſhop's Pawn two Steps, 
B. The King's Pawn one Move or Step. 
12, 
V. The King at his ſecond Square. - 
B. The King's Biſhop's Pawn two mew ( 59. 
1 3. 
M. The King's Pawn one Move. 
B. The King's Knight 5 his King's ſecond Square. | 


a 5 


W. The Queen's Knight at his Biſhop's third. 
PR Square. be. Fn 
B. The King's Knight at his Queen's fourth 

Square (c). | 


T5. 
N. The Knight takes the Knight. 
B. The Pawn retakes the Knight. 


(4) By puſhing this Pawn two Steps, his Scheme is to 
force you to puſh forwards your King's Pawn, in order to 
make your Queen's Pawn, now at the Head, be left behind, 
and of no uſe to you. (Vide Ref, (/) in the third Party.) 
Nevertheleſs you muſt play it; but you will ſtrive afterwards : 
with the Help of your Pieces to change this your Queen's 
Pawn for his King's, and give by this means a free Paſſage - 
to your own King's Pawn, 

e In this preſent Situation your Adverſaty.i is forced to 
propoſe the changing of Knights, though by this Move he 
ſeparates his Pawns; becauſe if he had play'd any thing elſe, 
you would have taken his Rook”s Pawn, playing only your 
Knight at the black Queen's Ie s fourth Square, as 
you may eaſily perceive, 


3 


16, . 


- 


» 


( 126 ) 
16. 


I. The er s Biſhop at his Rook's zd Square. 
B. The Biſhop takes the Biſhop. 


17. 
N. The Rook takes the Biſhop. 
B. The King at his ſecond Square. 
8 8 


| : EN I 2 7 
W. The King at his Biſhop's third Square. 
B. The King's Rookat its Queen's Knight's Square. 


0 19. 
VF. The Knight at his King's ſecond Square. 
B. The King at his third Square. 
20. | 
17. The King's Rook atits Queen 'sRook"s s Square. 
B. The King? $ n at its Queen' s Knight's 2d 
Square. 


. The Queen's Rook ow check. 
B. The Knight covers the Check. 
——_ 
2 The King's Rock at the black Queen 5 Rook's 
fourth Square. , 
B. The King's — 8 —_ one Move. 


W. The Knight at his Queer? s Biſhop's 3d Square. 
B. The Queen's Rook at its Queen's Square. 


24. 
W. The Queen's Rook takes the Rook's Pawn. 
B. The Rook takes the Rook. 
25· 
I. The Rook retaketh, and muſt win the Game, 
having a Pawn Superiority, and moreover 
a Pawn paſt, which amounts toa Piece (d). 


4) One may fee by this Back-game, that a Pawn, when 
ſeparated from "his Fellows, wall — or never make a 


F ortane. 
8 4 THIRD 


0 127 ) 


c. c. SIOUX his. cou en 


THIRD BACK- GAME, 


Beginnings at the fourth At of this 
_ s Gambit, 


White. HE 3 s Pawn takes the Pawn; 
Black. The Queen takes the Queen. 


W. The King retakes — 5 
B. The Queen's 8 ot his King s 3d Square. 


u. The King's Biſhop's Pawn two Steps. 
B. The King's Knight's Pawn one Step. 


W. The Queer” 8 Knight at his Biſhop's third 
| Square. 
B, The Queen's Knight at his Queen' $ ſecond 
Square. | 
8. 


17. The King's Rook's Pawn one Move. 
B. The King's Rook's Pawn two Moves. 


9- 
I. The Queen's Biſhop at his King's 3d Square. 
B. The King caſtles. . 
10. 
I. The King: at his Queen's Biſhop's af Square. 
B. The King's Biſhop at his Nas: s Biſhop's 
fourth Square, 


: | 1 128 A 


. The Biſhop takes As Biſhop. 
B. The Knight retakes the Biſhop. 
12. 
W. T he King's Knight at his Biſhop's third 
Square. 


B. The Queen's r 8 Pawn one Step. 


13. 
72 The King's e at the black King 8 Knight's 
fourth Square. 
B. The Queen's Knight's Pawn two Steps. 


| 14. 
W. The King's Biſhop at his King's ſecond 
Square. 

B. The King's Knight at his King's ſecond 
1 


2 „be Knight * he Vitkion. 
B. The Pawn retakes the Knight. 
2 The ern s Rook's Peep two Steps. 
B. The Queen's Knight at the white Queen's 
| - Snag: 8 third Square. 

"> 
T. The Queen” 8 Rok at its ſecond Square. 
B. The Queen' $ Rook's Pawn one Step. 
18. | : 
W. The Queen's Roos Pawn takes the Pawn. 
B. The Queen' 8 Rook's Pawn rerakes the Pawn. 


19. 
1 The Rook Nies check. © | ONE 
B. The King at his Queen's Knight's ſecond, 
rs Square. NOS 4 | 


20. . 


©” —— 


0 


W. The Rook takes the Rook. 

B. The Rook retakes the Rook. 

W. The Rook at its Queer? Square. 

B. The Queen's Knight gives check at che "_—_ 

Den s fourth Square, | | 
| SIE | "08 
I. The King at his Queen's Knight's Square. 

B. The King at his Queen' s Knight s third 1 
23. 4 897 

W. The King's Knight's Pawn two ps. 1 1 

B. The Pawn takes the _ | 95 


I. The Pawn Niue the Pawn. * 
B. The Queen's Biſhop" s. Pawn one Move. 
25. 
W. The King's Knight s Pawn one Move. 
B. The King's Knight at his Queen's Biſhop'l 
third Square. 
26. 


. The Biſhop at his King' 8 Knight's 4th Square? 
B. The Queen: 8 e $ Pawn one Move. 


* 
I. The Knight at his King's ſecond 8 
B. The King's Knight at his Queen's Rook's 
| fourth ene | 
28. 
VV. The Knit ght takes the Knight: 
B. The Tha retakes the Knight. 


29. 
W. The Biſhop takes the Pawn. 
B. The King at his Queen $ Biſhop? s 4th Square 


39. 
1. The e King s Biſhop's Pawn one e Step, ; 
K B. The 


Pod ( %% 
B. The Queen? J Pawn one Move. 


31. 
i. The King' «Biſhop? s Pawn hes Sul Vive 2 ) | 
B. The Wy at the white Queen' 8 Weinen 8 3d | 
W 
3 The Pawn ane Move. 
B. The Rook at its = gp, 8 Rook's Square, to 
give Check- mate. EI 


33. 
17 The Rook takes the Pawn. X 
B. The Rook gives check. 


_ 34. 
W. The King has but one Place. 


B. The Rook gives Check- mate at its Queen's 
_* Biſhop' 8 Square 


SD890990056000000093009 


FOURTH BACK- GAME, 


\ Begining at the ſeverith Move of this 
Rs 8 Gans. 7 


bit's Pawn. 


White. bf King's 7 Biſhop rakes the Gam- 
Black. The King's Biſhop? 's Pawn es the Pawn. 
8. 


Le The King? 8 Biſhop $ Paun retakes the Pawn. 


(a He takes this Pawn, to make a 9 upon the white 
Queen 3 — nem his Tp ſuſtains the Pawn. 


B, The 


5 ( (138, ) F 


B. The he king, : Knight at the white King «Knight 3 
| fourth Square: - 8 A . 6 + 9 0% ae 


W. The King 8 Knight at © his Rook's third 4 
B. The Queen Hire ' 17 ro 3 7 5% 
G5 10. Wiz 
I. The King at his Queen's ſecond Square. 
B. The King's Knight at the viks King's third 
Square. 


bt. 
1 The « ueen at her « King 8 ſecond Square. SO 
B. The Queen's Biſhop at the white King's 
: Knight s fourth Square. a 
. 
M. The Queen at her third Square. | 
B. The King's Knight takes the 00g 8 . 3 
| Pan. | 
| „ 
W. The King's Knight a his "702 | 
B. The jay at the white ded $ Square giving 9 


check. 
TI. The King retires. = 
B, The King's Biſhop takes the Kühe and 
will rally vin the Game. 1 | 


: 


EN 


059095000090/09000000000 


FIFTH AOR GAME. 


£4 4 tis cighth More. "594 1 15 
1 1 1 \H E Rook retakes the Biſhop. | 
Black. 1 The Queen's Knight's. Pawn two 

ae | 


W. The Knight at 90 black Queen? 8 Biſhop! s 
fourth Square. 
B. The King caſtles. 
3 „ 
M. The Queen? s Rook's Pawn two Moves. 
B. The Queen's Knight at his Rook's 3d Square. 
x1,” 
V. The Knight takes the Knight. e = a 


B, The Biſhop retakes the Knight. 
1s, ..* 


I. The Rook's Pawn takes the Pawn. 
B. The Biſhop retakes the Pawn. 


13. 
W. The Queen's Knight's Pawn one Move. 
B. The King's Biſhop's Pawn takes the Pawn. 


W. The Queen's Knight, $ Pawn takes the Pawn. 
B. The Biſhop at his Queen's ſecond Square. 
I5, 5 
. The Queen's Biſhop at the black King's 
» + » Knight's . 
B. The 


B. The Paun takes . in, 
E > 11 8 Fei 77 
I. The Pad retakes the Pa wn. 
B. The King at his Rook's Square. 


| 17. 
W. The King's Bimop at his Queen's 3d Square, 
V. The King s Rook's . ee one Move. | 
2 
W. The King s Rook's Pawn two Moves 
B. The Rook's Pawn takes the Queey' 8 bun 


19. 
. The Pawn retakes the Pewn, 2 
B. The Knight at his 5 0 fourth Square 


I. The Biſhop at the black King 8 Knight 5 34 

Square. 

B. The Knight at the white King 8 Biſhop 8 4th 

Square. 2 5 

* 2 21. 1515 | 
2 The Queen at her Biſhop' 5 Con 8 

B. The Knight takes the Biſhop to avoid 1 mate. 

24 A 5 * 4 A 
us. The Queen retakes the Knight. 
1 The Biſhop at his King's Biſhop's 4th Square 


V. The Queen gives a. 
B. The King retires. 


V. The King $ Koight' $ en one Move: 


JD. The Biſhop takes he Pawn. 


V. The Queen takes 3 Biſhop. - 
8, The I at her Kg 8 Aber, 3d 5g Square, 


* 2 1 26. ly. 


(6134) 


„„ 

V. The 8 $ Rook at — black Queen 
Rook's third Square. 

B. The Queen takes the Queen. 


2). | 

„ "The Queen's Rok retakes the Queen. by 

. he King's Rob at its Biſhop! s24 — 
28. 

W. The King at his Got Shakes ed? 

J. The Queen' 5 Pawn two. — 


W. The Queen! s {Rook a at the black Rings third 
Square. 
B. The Rook's Pawn one Move. 


30. | | 
W. The Rock . the Koa. | 
8. The Rock's Pawn one Move. 


27. 
. The King? $ Rook atits Queen's sRook's N 
1 The Rook's "Oe one Move. 
4 99; 22 
*. The Rook at its | King? s third Same 
. The King 8 Rook at ne $ third. Square, 


1. The King at his Queen s third Square. 
B. The Rook gives check. 


34. 
N. The King at his fourth Square. 
B. The Rook takes the Rook, 


35. 
V. The King retakes the "Wo 
45. The Rook by its Queen 8 Rook's 3d Square. 
36. 


. The king at bis Queen $ fourth Square. 
B. The 


| FI "Pe 
| 5 B. The King at his Biſhop's ſecond Square. 


W. The King: at his Queer 8 Biſhop's 3d Square: 
B. The Rook gives check. | | 

38 $ #1 $i 

M. The King at his 4 — 8 Knight 8 4h Square 

B. The Rook takes fu 5 ; P. 


IV. The Rook takes he Paajo. Rn 
B. The King at his 2 Square. ERS 


I. The Queen' 8 Biſhop's Pan one Sep 
B. The King $ e $ 228 two Steps. 


W. The Rook at the black peas: Rook's {e- 


cond Square. 


4 The King at his Queen's Square. | 


us,. The King at the back Queen's N 
5 fourth Square. : | 
B. The Knight 8 vp non Move. 


W. The King at the black Queen's Biſhop" 8 3d 
| Square. 


B. The Rook gives thedk, 


W. The Pawn covers = Check. 
B. The Pawn takes the Pawn. 


| le 
V. The Pawn retakes the Pawn: 
B. The King at his 975 i 


#7 The Rook at th Back King's Knight's 2d 


K 4 pn; B. The 


0 136 ) 
p. The Rook at its third Square. 8221 


47. 
. The King at the black Queen's Biſhop? 8 fe 
cond Square, and afterwards 1 his 
. n win the Game. 


IDOOOOOOOOOWOO? | 
SIXTH BACK GAME, 
N at the tenth Moves : 


2 Ng 
: White. H E King's Biſhop's Pawn takes the 
Pawn. 
Black. The Knight takes the King's Pawn. | 
9 Fo 
u. The Knight retakes the Knight, 
B. The Queep gives check. 
V. The Knight at his King! s Knight's by Square. 
„. The Queen's Biſhop at the white King's 
Knight's fourth Square. 
13. 
W. The King's Bimop at his King $ 3 
Square (a). 
B. The Coven takes the Rook's Pawn. 


I4. . 
M. The King's Rook at its Biſhop's Square ( b). | 


(a) Any thing you could have play'd could not hinder you 
From lofing a Piece. 

(5) If inſtead of playing your Rook you had play'd your 
Rivg, he had won it ſooner, playing only his Rook at your 
Fas! 5 * 8 ſecond n | 

B. The 


N : 


170 
B. The Queen takes the Knight and gives + check 
W. The King at his Green? s ſecond Square. | | 
= 4. The Queen's e at _ N ves $ oy 
16 


. The Rook takes the + 4 
B. The Rook retakes = Rook. 


M. T be Queen at her King” 8 Square.” ey 
B. The Rook at the white King's 80 ſecond 
Square, and wins the Game, 2289 


RE 9 if you had taken his Biſhop, he would 3 given yo 
check with his Queen at your Queen s third Square, oy 
mate by taking your Rook the following Move. 


1 
31 


10 ogy 7 


CCC a 


To give Check a W 4 Rook and 
a Raben againſt A Rook... 


The Situation in which I put as Pieces, i. is 
the moſt advantageaus for the defending 

Rook; but in caſe the Defender doth not 
chooſe that Retreat, it is not at all difficult 
do force his King at the Soap Tag of the 
| Chela-bones...- 


. 


White. The King at the black King's 3d Square, 
the Rook upon the Queen's Biſhop's ' 


Line, and the Biſhop at the black King 8 
fourth Square. 


Black. The King at his home, and the Rook at 
s 1 > aan MO 


White. T Rock gives check. 
Black. The 1 covers the Check. 


W. e at the black Queen s Biſhop's 2d 
quare. | 
B. The Rook at the oY Queen's s 2d Square. 


W. The Rook at the black Queen's Knight's ſe- 


cond Square. „ 
5 e J. The 


0 0090) 
B. The Rook at, the N22 Queen 8 Square. . 


2 The Rook at the black King' 8 Knight 8 ſecond 
1 uare (a). 
B. The Rook at the white king $ Bithop' $ S 


5. Eh 
. The Biſhop at his King's Knight's third ; 
Square (2). | | 


| B. The King at 15 Biſhop” 8 Kerr 


2 The Rook at its King s Knight's 4th Squire. | 
B. The King at his 22 —— 


W. The Rook at its Queen's Biſhop's a 
S | were e, 7 
B. The Rook at the white Queen” 8 Square. 


u. The Biſhop at his King $ Rook's ahh Saxon. 
B. The King at his Biſhop's Square. 


* | 
W. The Biſhop at the black King's Biſhop 8 3d 
Square. 


B. TheRookgivescheckatthewbir king sSquare. 


W. The Biſhop covers ts Check; 
B. The King at his 205036 s Square. 


M. The Rook at the King? s Rook's 4th Square, 
and gives Mate the tollowing Move. 


.; La a, b, c ſend you back from thoſe Moves to 
another way of giving him Check- "_— according as he 
changes his Moves. . 


From 


wg x40 13 - 
(EXEREREREL eG ENERER ** R 5 


From the Letter fa ) on the fourth 
3 Move. 


White, HE Rook at ke black King FLonght "A 
ſecond Square. 8 
Black. The King at his 20 1 8 Square. 


E-L 
1. The Rook at the black King $ Rook's ſecond 
| Square. 
2. The Rook at the white King's Knight 5 Square. 
| 6. 


V. The Rook at the black Veen 8 Biſhop' 8 2d 

Square. | 
| B. The Rook gives check at its King's Knight $ 
third DG (x), 4 


£06 My 
. The Biſhop covers the Check. 
. The King at his 8 8 Square. | 
8. 


W. The Rook gives checcxn. 
. The King at his Rook's ſecond Square. 


9. 
V. The Rook gives Check- mate at the black 
N s Rook's Square. 


Sn 


e ny RF 


K 141 » 
5 CENTRE Ex. cx xxx. 


WO 20 A Sequel of this, from the fixth 
Move, in caſe he doth not give 
check with his Rook. 


& 


White. H E Rook at the black yen” 9 
1 op's ſecond Square. % | A 


Black, The King at i his Knight 8 Square. 


— 


7. 1 
W. The Rook gives check at the Queen's Biſhop” s 


| Square. 
B. The King at his Rook's ſecond Square, 
8. 


VNV. The Rook gives check at che black King's | 
| Rook's Square. 
B. The King at his 2 8 third Square. | 


V. The Rook aives * at the black King's 
Knight's Square, and takes the black Rook 


"208 nothing. 
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c T another way of of ring) Mate N 


and a Biſhop, againſt a 
7 e from the fifth 


OE 


7 "HE Biſhop. aha King's Knights 
| third Square. | 
Black The e | Book at the white King's Biſhop's 


third Square. 
77 The Bihop at the plack: Queen? s 3d Square. 


B. The Rook gives check at the white King $ 2 


Squurk. 7 „ 99 


V. The Biſhop nero Check. 


B. The Rook at the n King's ; Biſhop 8 third, 


W. The 1 gives check 555 t the black 155 $ 


ſecond Square. 
B. The King at his Queen' 8 Square. 


9. : 

V. The Nock at the 1 Queen's Knight's ſe- 
cond Square, and gives Mate the follow- 

ing Move, at the black — Knight's 


. 
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SESTSDTOIHIVIDIDSIGGHS. 
5 be Another way to give Mate from | 


the ſeventh Move. 5255 


* 


a White. HE Rook at its Queen's Biſhop's 
Black T he King at his Biſhop's 8 Square. 
"Be | 


V, The Biſhop at the black King'sfourth Square; 
B. The King ic his OED Square. 8 


I. The Rook at its King's Rook's 4th Square; 


and gives Mate the following Move, at the | 


black King's Rook's Square. 
SOSSOSOOSSOOS009968960996006- 


A particular Reflection u pon the 
Fourth Party. 


By which one may be convinced, that it is 


rather diſadvantageous to play the Queen's 


DOE: 8 * on the ſecond Move. 


; | 4 1. ** 3 ö 
Black. HE King's Pawn two o Moves: 
Mbite. The . 


. The G Biikop's Pawa one Ns 
I. The Queen's Pawn two Moves. 


„ 


1 
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B. The Won tie at N e 
W. The Queen retakes „ —§— rt, 


CESS AY 


4. 
B. The Queen's Pawn two Moves. 
| *. The Pawn takes the Pawn. 


LY 
B. The Pawn retakes the Pawn. | 
W. The * 8 r = s Pawn two Steps,” 


B. The Queen s Biſhop at his King' s 3d Square. 
M. The Pawn takes the Pawn. 2 F | 


B. The Queen 1 the Pawn: 
W. The Queen takes the Deen. 
8. 


B. The Biſhop retakes the eta: A 
W. The Queen" 8 Knight: at his Biſhop's $ 3d Square. 


— e 


Without going any farther, I leave to conſider whether 
the Black has made any thing of his AY tho? he play'd 
the * beſt Moves. g 


